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The future of electronic entertainment 


Lf thal is the question: are you ready for the пах 
T RTT. 3 1 
generation of gaming hardware here s little doubt that 
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've-me-the-moon-on-a-stick kind of person. But, more 
орой, y пат! now. are developers ready? 
Clearly they weren't when PlayStationa arrived, its first | 
wave of games delivering simple graphical updates of 
established themes. And no one can actually promise that 
the very first PS3/Xbox2/N5 titles will deliver anything to raise 
the hairs.on the back of your neck to the angle they occupied 
when you ics set eyes on PS Ridge Racer or Nintencio's 
Super Mario 64. This time around Ка more than a simple 
matter of ramping up polygon counts and throwing In more 
mernory-intensive textures. As this month's feature outlines 
(see pos}, the next generation of dedicated gaming hardware 





vill be genuine evolutions of what has gone before, nol 
simply the same components as last time but turned up to 
11, and this will have an enormous impact on how the next 
generation of games are created 

Within 18 months to two years we will see new Resident 
evs, new Halos, new Mano games and more, and on the 
face of it they'll look familiar, only different, with more 
ѕорпейсаіео pgnting, special effects and physical prop 
The work that will go into getting their sophisticated imagen, 
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on the screen, however, will be hugely more complex than it 
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510 get, say. ап average Gamecube title running toda, = 
;onisosies WH De revolutionary computing deuces in ther own 


паи, and the difficulties development teams nad getting their 
rs around PS2's convoluted hardware configuration will 
y be amplified by a new wave of technology that is 
necessarily more complex 
This will mean that the novice developers will founder 
and the experts will thrive, and the evidence wil be there for 


all to see. Would you have it any other way? Of course 


not. After all. moons on sticks don't come easily 
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Sega the star at 
Euro coin-op trade expo sees little new traditional gaming 
emerge, leaving F-Zero and OutRun 2 to take centre stage 
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money, proper, Sond, рпузса ev sliding 
he slots and into the metal bel 1 
squaw»eng curos.. | smells of money, and rt 


sounds like a thousand robots shoutir 

your attention. A heady mix, sure, put f 

ona that necessarily appeals to us. After al 

when you have al hep rocessing Боумен 

vou need а! home, what's left to crave’ 
See, there is a standard AT =} r nev 

piece that has appeared in Edge every year 
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ісе so much as one which is so very tired 
showing up to an arcade 5! 
j tired of seeing the arcade | 
| | The Taito stand was dedicated to celebrating the 
TS veu jv 25th anniversary of a little-known shoot "ет up 


ares of com-siot entertainment called Space Invaders. We'd never heard of it 
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thrilling previews « of futuristic technology, No 
more, There was а time these games would 
be the ones craved by console gamers two 
years hence. No more, no more 


АТЕВ r role now is to show the 


musemaent industry s creatrmit 
NENNT ee Бы аа алады = 
| B consumer Trà 
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cade industry as we stand quietly ir 
e queue for the first moming of the busy 
ant, The most obvious ares of evelutloan је 
t most GOVIOUS ares oi evant z| 
| кеп gambling, often sneered at 


by gaming's more vociferous evangelists, 


ind claimed as one of the driving forces 


behind the death of the arcade machine 
nis more cormier. not leas 
- E Maine: nice nen ihe 
pie gaming (Clones of C and Рига 
Bobbie are commonplace, and their 
development seems to be moving in 
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Ring Riders 

А motorbikemotorcross simulator that breaks no boundaries but provides good, solid fun. Ring Riders’ 

real selling point may be that its pneumatic base and (relatively) small footprint, crossed with 

| fourplayer linkup potential, provides visceral and thrilling multiplayer entertainment. The premise, 

| tho ugh. із so well worn that we can't help but wonder how many arcade owners are going to risk 
investing in more than one of the neat and tidy machines. 























Tux Racer 


The world's first Linux-based commercial 
coin-op, centred on a cabinet version of a 
game which will be well-known to users of 
the Windows rival. Players must use hand- 
sized fipper-shaped plastic left and right 
buttons to steer Linux mascot Tux down one 
of four treacherous ice-covered hillsides, 
collecting fish on the way. Hitting the buttons 
alternately speeds up Tux, Track 'n' Field 
style, but makes controlling the open-source 
mascot more difficult. 










A selection af dancing games naturally put in 
an appearance, but in terms of trada-show 
popularity their time appears to have passed 


Pun 
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are out in force here in Earls Court, the 


same cavernous space devoted to ECTS 
six months before. Swathes of the arena are 
dedicated to multiple-choice nsk and 
reward. There's an important truth пеге for 
the vus despite everything being on free 
шау, few people are actually interacting with 
the display models, and perhaps that's 
indicative of their appeal. People love 
gambling, and when the machines are 
offering their charms for free there's no risk 
reward, and very little appeal. Buyers 
chat to the salesmen about prices, and 
ѕаіеѕгпеп try to chat to us about new 
features, but = without the benefit of aleonol 
or the prospect of cash = there's no reason 


to stick around, The slot machines that line 





bolted onto old devices to freshen up 


their ages-old appeal. 

t's interesting, then, that arcade 
videogaming may take a similar scavenger 
approach to the future. Namco launched 
Aim For Cash at ATEL its first snot at the 
potentially lucrative Skill With Prizes market 
It is old, old technology - ih ont Blank, 
right down to the garish b 
plastic lightguns = but with the cash 
incentive that drives SWP gamers. Given 
that arcade games have been measuring 
user success and olay times since their 


ше and pink 


inception, allowing owners to tailor cabinet 
ški levels to maximise their ne it seems 
peculiar it's taken the major manufacturers 


so long to make this leap of logic. We take 


"Every single machine here has a TFT screen 
attached, new technology bolted onto old 


devices to freshen- 


the arena are less lonely, but the peopie 
playing them do so more out of habit than 
desire. Reels lock and lights fiash, signature 
samples herald miniature victory, but it's an 
empty victory without the rider of clunking 
pound coins building up In the collect tray. 

The slots' single concession to the 
future is in the araphics-capable monitors 
embedded within the very latest models 
Every single machine here, no matter what 
its purpose, nas a TFT screen attached. 
Those screens represent the futility of trying 
to reinvent a type of game already 


essentially perfected, new technology 


up their ages-old appeal" 


our last shot and hand on the gun to a small 
child, who nods a polite thank vou. 
Namco's presence is multifaceted — Aim 
For Cash is just tne part of an entertainment 
broadside that includes both traditional 
videogames (Tokyo Cop, Ring Riders) and а 
aft of more mechanical, Pac-Man-branded 
pleasures. Fac Capsule and Рас Grab Jnr 
are both variants on the fairground robot 
arm дате, while Pac-Man Ва is like а 
cross between Pachinko, a com pusher, 


and Bust-A-Move, It's not the only company 


to show its ambitions beyond the in tai, 
either. Konami's stand is fronted Dy a crude 
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driving game, Valve Limit, which it's 
distributing in the UK. Behind that, though, 
es а bizare mix ot forms of entertainment: 
a bland big screen lightgun game called Sir 
yes Sir, a pool game (Pocket Pool Fortunes} 


that's been doing the rounds тог a while 


1 
ES 
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Cyclone Fever, a coin-pushing machine 


vhich has nothing more sophisticated than 
мо shuffling shelves and a host of tokens. 
Tottenng precariously on а stool, а six- 
year-old girl grabs a fistful of tokens and 
starts to slide them into the machine. Her 
mother is talking to a Konami representative 
about purchasing options, and we consider 
the difference between АТЕГ5 attendees 


children here – actual, honest-to-God 


children, not the ‘Deputy Manager, GAME, 





F-Zero AX 


The arcade version of the Sega and Nintendo's futuristic racer, developed in parallel with the 
GameCube version. We defy any of our readers to see the F-Zero AX machine in action and not to 
want one for themselves. The software's successes are well documented in these pages, the ҰН Sim 
hardware - a pneumatic anglepoise cabinet ~ is the stuff of futuristic racing dreams, and players 
Stagger from the combination with wide eyes and smitten hearts. The game of the show? Certainly. 


Stafford Branch’ type that get underfoot at 
ECTS — despite it being an adults-onh 
show. We suspect the leniency there comes 
irom the fact that thirsty teens don't try and 
get in here in the numbers they do for the 
videogame version. Attendees are (п the 
main) smarty suited, videogame-pnobic 
middie-aged men, while exhibitors suits fil 
less neatly, and their eyes have that wides 
boy glint you only find in the less-reputable 
corners of ECTS, 
And they try to sell you everything. 
Locking mechanisms for expensive 
cabinets. бой toys and plastic trinkets. Any 
size of flat-screen monitor you care to 
name. Dispensers for pocket money gifts, 


Health Robinson contraptions dispensing 


spherical pleasures in ihe most convoluted 


ox 


Namco's Pac-Man games and Konami's Cyclone Fever = a coin-pushing cab. The Konami stand 
also contained lightguns and pool, bringing а real mixture of machine types to the show floor 







Tokyo Cop 


Namco's modern-day take on Chase HQ. Players chase criminals across four Tokyo districts - 
Shinjuku, Hibrya, Ginza or Shibuya = and are awarded points and new vehicles for successfully 
apprehending suspects. Tokyo Cop's distinguishing feature is Its PIN save-game utility, which allows 
players to store their progress using a unique code. Codes store rankings, criminals captured and the 
types of cars unlocked, kind of like а low-rent version of Initial D's memory card system. 
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OutRun 2 


Sega's sequel to a 17-year-old classic. On the one hand, it's difficult to imagine where Sega could have 
gone wrong with this IP and a brief for a remake. On the other, even stripped of history and reputation, 
OutRun 2 is clearly a cut above most arcade games, all sheen and polish and finely tuned satisfaction. 
Still resolutely an arcade game, it does not seek to alter the form of the original, just to emulate its feel 
and bless it with madern technology. It achieves both admirably. 





A bull-riding sim attracted the usual strong-thighed chancers, but if riders felt it was а touch 
unrealistic, pictures of what an actual bull might look like were thoughtfully provided on screens 


way possible, Air hockey. Food grills. Air 
conditioning systems. Sweets. Pool tabies, 
crazy pool tables, electronic poo! tables. 
Skee ball. Fully- Heer а flight sims. Covert 
cameras and security systems. The biggest 
grabbing machine we sh lave ever seen. 
Parker Bohn ill Pro Bowler, a puck-based 
bowling sim, and then, down the side of the 
hall, a bowling alley. Yes, a bawling alley 
Then there are the videogames. If we 
decide nat to consider the Generic Arcade 


25th birthday with some special-edition 
cabinets, its ever-appealing tabletobs, and 
some designer-label handbags. 

The complex cabinets littered 
throughout the show attract some attention, 
but most have been seen before = Sega's 
Пле 66, for example, which sits in à mock 
truck cabinet, Н the three-screen Strike 

Fighter. Star Wars Starfighter becomes 
something above a distinctly "iia 
shooter when given a base that wobbles 


*There are at least two rollercoaster simulations, 
and Edge watches fat men in sweat-stained 
shirts vibrate to within an inch of their lives" 


Hacer – a paragraph on Valve Limit should 
De enough – then that’s perhaps 70 per 
cent of the arcade machines at the show 
eliminated. There are few surprises. in truth 
a new version af Pump if Up here, the 
latest in the House Of The Deag senes 
there. А miniature version of Dragon s Lar 
labelled the anniversary edition = sits quietly 
in one corner. Nearby there is a new take on 
the equally flimsy Mad Dog MoCree, The 
Last Bounty Hunter. The Taito stand 15 all 


about Space Invaders, which celebrates 


Valve Limit 


you around a bit, while Namco's Kart Duel 
works on the principle that a kart racer 15 
much more realistic when your Dackside 15 
two inches from the floor. There are at least 
two own-brand rollercoaster simulations, 
loo, and we watch two businessman In 
sweat-stained shirts vibrate to within an 
nch of their virtual lives. 

Of more recognisable entertainment 
value is Sega's Air Thix, the three-year-old 
board mechanism continuing to attract 
would-be boarders. The company's recent 


| Astraightfonward racer distributed by Konami in the UK. If one game sums up arcade videogaming's 
current malaise, it's this. Players sit in a hideous, clunky yellow cabinet, and race against the clock 
along nondescript streets. They are encouraged by sparsely clothed polygonal women who look like 
they were modelled and textured іп 1995 by a trembling 15-year-old, Not quite the worst дате on 
display at ATEI, but certainly the most tediously shameless. 
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Virtual Pinball i 
А plasma-screen take on the traditiona 
рина! table. We nave mused on TAB's 
virtual pinball machine іп Out There before, 


disappointing. The table on show at ATEI 
The was simple and unsatisfying and while 
there's a neat thrill-of-the-future feel to your 
first few minutes on the machines, soon that 
fades away to a yearning for the tactile 
sensations rea! pinball has to offer. A crude 
shoot 'em up is included with the machine, 
showing the table's versatility but failing to 
enhance its appeal, 


i 1 but the reality of videogame pinball is more 
ош 


"а. 
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Enclosed flight simulators (top) proved popular, especially those with a massive 58-inch screen 
in the cockpit, while the mix of guns and horse racing at the Sega stand was loo much to resist 


the expenence untorgettabie, OufHun 


the show s biggest draw = а зона snot 





Ferran-red pleasure is predictably 





consistently, popular 


n fact, spending time there defines the Shootout Pool 


day. The sit-down QOutfun machines are 
j А Naomi-based pool simulator, similar to Konami's SWP Pocket Poo! Fortunes. The Dreamcast may 
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Nintendo prepares double vision 


Announcement of a new dual-screen, dual-processor handheld - 
codenamed Nintendo DS - delivers little more than confusion 





ZOOM VIEW 


PRIMARY VIE 


The pithiest response to Nintendo's DS 
came from Teagan Morrison, who posted 
a spoof prototype render of a new 'BS' 
handheld on www.the3Dresource.com 


Nintendo's handheld 
gaming revolution 


The most popular console to come out of 
Nintendo's labs is not the NES, SNES or 
N64, but the Game Boy - by an enormous 
margin. Its importance to the company is 
evident when you consider how many 
times its design has been overhauled... 
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The original GB's popularity was simply 
down to good old Nintendo innovation 
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THE NEW NINTENDO BS 


wo screens? The puzziernent was 
T palpable. Nintendo was always 
expected to reveal a new console unrelated 
to either its GameCube or Game Boy 
brands early in 2004, but the leftfield conceit 
behind the Nintendo DS has baffled the 
industry. In а press release dated January 
20), Nintendo president Satoru Iwata said: 
“We have developed Nintendo DS based 
upon a completely different concept trom 
existing garne devices on order to provide 
players with a unique entertainment 
expenence for the 21st century,” 

The central feature of Nintendo DS is 
ine dual-screen display, consisting of two 
separate three-inch LCD screens, believed 
to be arranged one above the other. 
"Players can look forward to being able to 
manage their progress Irom two different 
nerspectives, enhancing both the speed 
and the strategy of the challenge,” gushed 
the press release, 

"For example in a soccer game, users 
can view the whole дате оп one screen 
while simultaneously focusing on an 
individual soccer players tackle or goa! on 
the other screen, Players will no longer be 
forced to interrupt gameplay to shift 
perspective, such as moving from a wide 
shot to a close up, or alternating between a 
character's ongoing battle and a map of the 
environment. Nintendo DS makes it possible 
to perform the tasks in real time by simply 
glancing from one screen to the other. 

Software for the Nintendo DS will not 
come in the form of cartridges or even 
discs, but a new ‘thin memory card’ format 





The GB Pocket was the first indication that 
Nintendo was going to evolve its handheld 


GB Light: same gaming functionality, 
but with additional viewing capability 


that is cheaper to manufacture. Keeping the 
pnce of software down will ре essential to 
allow DS to compete with Sony's PSP. DS 
will also use а rechargeable battery, like its 
GBA SP predecessor. 

A wireless link-up feature has been 
mooted, although Nintendo has chosen to 

tpone discussion of this matter until E3. 
Unlike the PSP. no video or audio player 
functions have been mentioned in 
connection with the DS, and it seems 
Nintendo is unwilling, or unable, to go down 
the multimedia route, 

In-house development for the system is 
already underway, with Shigaru Miyamoto 
heavily involved, Nintendo claims that 
thirdparty developers have already seen the 
product. although no western software 


device Is ап intnquing prospect, but sadly 
that counts for little,” he added. 

Karthik Bala, CEO of Vicarious Visions 
- responsible for GBA Tony Hawk's — was 
surprised by the DS announcement. "It's too 
early to make a call on whether DS is going 
to be successful or not. Nintendo is tryirig to 
expand the handheld market by introducing 
a paralel product to Game Boy,” he said. 

"This can be good for all of us, and you 
have to аме Nintendo a pat on the back for 
this. They also know more about the 
handheld business than anyone else, so 
they have a lot going in their favour. What 
they need for the DS is strong software 
support at launch — which is going to be 
touah since most publishers and developers 
have their 2004 slate figured out already.” 


"You have to give Nintendo a pat on the back. 
They know more about the handheld business 
than anyone, so they have a lot in their favour” 


studios we contacted were aware of the 
exact nature of the DS until the January 20 
announcement, "From an independent 
developer's point of view, the Nintendo 
DS ls not such an interesting future 
prospect — not until it proves itself at any 
rate." says Dave Box, director of Mobius 
Entertainment, the studio behind Max 
Payne on GBA, 

"l'mr sure most publishers will feel the 
same way. Coding and designing for such a 


Gonsumer reaction to NDS has been 
mixed. Many internet-based commentators 
interpreted the dual-screen idea as a 
gimmick instead of a genuine gameplay 
innovation, invoking the spectre of the risible 
Virtua! Boy. Even Nintendo's loyal band of 
supporters has been relatively quiet. 

Nintendo's own ‘soccer game 
suggestion for how the twa screens could 
be used is unconvincing, although there is 
obviously some potential in the DS idea: 





Nintendo's dual-screen concept is hardly 
new, of course, having been exploited with 
its Game & Watch series during the '80s 


rolepiaying games could feature an action 
screen and a statistics screen, in much the 
same way as Final Fantasy Crystal 
Chronicies utilises the GBA to display 
character information; an extension of the 
dual-character mechanic of Mario & Luigi 
would бе interesting. Even simply using the 
two screens to extend the playing area 
would at least offer something different to 
easing nandneid piatioms. 

It's difficult to believe that Nintendo 
would launch а new piece of hardware 
without some pretty astonishing in-house 
software behind it, but effective thirdparty 
support could prove to бе a stumbing 
block. The company will also have to begin 
educating the consumer in its new 
duai-screen way of thinking, and that's an 
area in which the company has previously 
been reluctant to кеш 

With a 2004 release date in Japan and 
the LIS, ЕЗ will bring the Nintendo DS  — 


vision into clearer focus. == 





Even with the introduction of the colour 
model, GB games retained standardisation 


GBA was опе of Nintendo's most important 
pieces of hardware to date. And it worked... 


...Well, apart from the obvious problem, fixed 
with SP. NDS will offer another ‘clam’ design 
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Capcom pledges new focus оп west 


Japanese game giant promises an end to poor PAL ports 
amid a renewed desire to court a non-Japanese audience 





apcorns localisation efforts don't enioy 
С; the greatest of reputations with 
European gamers, thanks to the kind of 
carelessness that leaves imposing black 
borders at the top and bottom of the screen 
in Devil May Gry and other games to run at 
less than their originally coded speeds. Step 
forward Capcom president Kenzo 
Tsujimoto, who at an international press 
event in Las Vegas on January 29 
apologised for previous poor performance 
and promised that the company would 
funnel additional funds into US and 
European localisatian fram now on. 

This isn't ап act of pure altruism, as 
Capcom is mindful of the shrinking 
Japanese market and 15 Keen to gain more 
of a foothold in the west. "We are shooting 
for a goal of ten per cent market share in all 
three regions (Japan, 05 and Europe] within 
five years,” said Tsujimoto. “We intend to put 
all of our energy into increasing our 
international market share." 

To this end, Capcom unveiled a new 








Capcom will be paying more attention to localisation and PAL conversions in an attempt to grab 
ten per cent of the market in the west. The firm also announced a new actioner, Shadow Of Rome 


swords and sandals’ action title called 
Shadow Of Rome and emphasised its 
commitment to the popular Resident Evil 
and Onimusha franchises. Shadow Of 
Ноте, for PS2 only, emerges from 
Capcom's Production Studio 2 under the 
watchful eye of Onimusha don Кец Inafune. 
The game combines thirdperson action with 
спало! racing and bloody arena brawling. 
Meanwhile, the company thrilled the 


assembied press corps with an awesome 
video of gameplay footage from Aesident 
Ему 4, Senes onginator Shinji Mikarni is back 
in the directors chair and is apparently keen 
to steer the franchise in a more action- 
onented direction, A press release promises 
the inevitable destruction ol society.’ Which 
is always, after all. a commendable aim for 
a videogame. A winter 2004 

release date is assured. 





Jack up the box 
Microsoft kicks off ambitious initiative to offer 
Xbox owners additional media without the chips 
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The Xbox Media Extender Kit in action, allowing you to flick through your stored albums with 
a flick of the supplied remote control. The kit could also turn your Live setup into a telephone 


014 





icrosoft has unveiled plans for its Xbox 

М Media Extender Kit, allowing you to 
officially enjoy the kind of multimedia 
benefits owners of chipped machines have 
been evangelising for the past year. 

Тһе box will contain a pair of discs to 
activate the kit through beth PC and Xbox, 
as well as a remote-control unit, but no 


the headset while using the kit. It continues 
the companys push to converge the Xbox 5 
media capabilities through the use of 
software, as opposed to Sony's need to 
issue add-on devices or amalgamated 
hardware in order to broaden the PS2’s 
basic functionality. It's Being sold on the 
back of convenience = of several family 


“Тһе kit is geared to allow you to enjoy 'digital 
entertainment’ on your Xbox: TV, photos апа 
movies, Napster support, as well as Xbox Live" 


cabling. While the facilites by no means 
approach these of an up-to-date Evox 
dashboard, the kil is geared to allow you 10 
enjoy ‘digital entertainment’ on your Xbox: 
ТУ shows, photos and movies. 

Microsoft alsa made mention of built-in 
Napster support. as well as Xbox Live 
applications such as chatting to friends via 


members using different instances of Tha 
media centre to pipe digital entertainment 
from their PCs to different roorns at once — 
but how many Xbox-owning families are so 
techno-clad that they need such a network? 
Regardless, release date and price are 
as yet unknown, but an АВР close to 
that of Music Mixer is likely. 





Instant upgrade for PSX 


Having failed to deliver all it promised at launch, Sony 
moves quickly to update all-in-one unit’s functionality 





SAs Japanese launch at the end of last 
Р year was either a huge success or ап 
abject failure, depending on who you 
believe, The reality is probably somewhere 
in between: Sony claims the initial shipment 
sold out, but a survey of retailers in ‘Nikkei 
Weekly’ reveals a high level of 
dissatisfaction, with 40 per cent of those 
questioned feeling that sales fell below their 
expectations, Their major beef appears to 
be Sony's inability to properly distinguish 
the PSX from the PS2 in its marketing 
campaign, but tha downgrading of several 
key features prior to launch was also 
viewed as significant. 

To wit, Sony has now manufactured a 
free upgrade disc to address some of the 
machine's shortcomings. With the disc 
installed, you can now rip and play music as 
MP3s; play CD-R discs and store image 
files as TIFFs. Hard disa CVD dubbing 
speed has been doubled, USB keyboards 
are supported and a few bugs fixed. 

However, another upgrade disc 15 


already planned for March in order to 
include support for the DVD+RW format, 
GIF image files and, intriguingly, the 
layStationz broadband unit. This last 
inclusion makes us wonder why broadband 
access for playing PS2 games online — or 
for internet surfing and downloading web 
content for that matter — didn't come 
built-in to the PSX. As noted in last month's 


feature, the unit does include an Ethernet 


Recently reviewed 


A rundown of last issue's review scores 


Title Platform Publisher 
Deus Ex: Invisible War PC, Xbox Eidos 
Fatal Frame ЇЇ: Crimson Butterfly PS2 Tecmo 
Onimusha Buraiden PS2 Capcom 
Baldur's Gate: Dark All'ance 2 Xbox, PS2 Acclaim 
I-Ninja PS2 SCEE 

R: Racing Evolution PS2, GC Матсо 
Pac-Man Vs GC/GBA Nintendo 
7080° Avalanche ас Nintendo 
Gran Turismo 4 Prologue PS2 SCEI 

Ail switch PS2 Namco 
Astro Bay: Tetsuwan Atom GBA Sega 
Sega GT Online Xbox Sega 
Rogue Ops PS2, Xbox, GC Кетсо 
Dynasty Warriors 4: Xtreme Legends PS2 THQ 

Arc: Twilight of the Spirits PS2 SCEE 
Sword Of Mana GBA Square-Enix 
Trackmania PC Digital Jesters 
F-Zero Falcon Densetsu GBA Nintenda 
Magatama Xbox Microsoft 
Donkey Konga GC Nintendo 





1080% Avalanche 


Pac-Man Vs Deus Ex: Invisible War 


The PSX feature set has been returned to something like its originally promised level, thanks to 
Sony releasing an update disc. There's another one to come, however, before it's fully functional 


port, Dut it is blocked by a warning sticker. 
The reliance on a senes of upgrades or 
patches goes against Sony's reputation as 
a ‘plug-and-play manufacturer, and nor 
does it bode especially well for 
PlayStation3's supposed status as a 
convergent media centre device, 

Stil, PSX won't launch in the UK Tor at 
least six monihs, so plenty of time to 
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lon Storm 
In-house 
In-house 
Black Isle 
Argonaut 
In-house 
Namco 
NST 
In-house 


Treasure 

Wow Entertainment 

Koei 

Cattle Call 
Square-Enix/Brownie Brown 
Nadeo 

In-house 

Microsoft Game Studios 
In-house 
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Тһе latest version of the Virtools Dev package demonstrates the French 
middleware provider's novel philosophy of game development 


d iem 


| Буби 





Virtools Dey 3,0% has support for Microsoft's High Level Shading Language, which 
should make it easier to create high-quality material texture effects like water, fur and 
wood grain as well as custom effects such as blurry lighting and sparkling shapes 





p зе big, bad, competitive world of game engines, which are only the company, and "а be hard-pressed 
game middleware, there seems to be accessible to low-level programmers, lo create a spinning-cube Directs demo 


Tooling up 


The main new features for Virtools 
Dev 3.0 reflect many of the Droad 


no A pane for a little fisn. In one corner үтосів provides a user-friendly with G++, but! can create complex 
nderWare is ч ng to bodycheck environment accessible to scripters projects with Virtools." he says. 
Unreal while avoid па а two-handed ar да e des: aners Dut which doesn t Meanwhile, somewhere In a secre 


shifts current within game 


development. Asset management chop from демек and in the other neglect the rendering quality," he ар deep under Pans, Galinotti and 
E 


has been beefed up with the 
addition of NXN Alienbrain's - 
database into the tool suite. somewhere inthe midst of the assembling what we call behaviours in will coincide with the release of the next 


samebryo 15 kneeing Jupiter in the explains. "It allows you to create other Virtoois engineers are hard at 
aces й hurts ~ price and features. nteractive applications by graphically мог оп the next version of Dey, which 


Microsoft's Effects Framework for melee sits a small French мека AT Ue үз intuitive interface." wave of console hardware. "It wil bea 
pixel and vertex shaders, as least Т appears small initially, Or These behaviours are Virtools Day's pig step forward," Galinotti promises. 
deployed in DirectX 9.0, is also closer inspection perhaps Virtools is programming building blocks, ‘We're focusing on direct multiplatform 
included on the feature checklist. merely perfectly formed. Its client list Representing 500 library actions that project development, so you can 


Mora proprietary is the action ee Ма TAA à; 
m у contains some of the biggest names In can be tnggered, the user can visually author for many targets instead 





manager. This productivity TNGUME mel с: 
- ; jevelopment, including daisychain them together to create t.doing multiple ports. 

enhancement builds on the Virtools 

Scripting Language introduced in 


Dev 2.5, allowing users to better 


riectronic ts Ensemble Studios, complex meta-behaviours. Custom 
Jbisoft and Wamer Bros Online: Yet, in blocks can be programmed using the 
import and organise their scripts. а demonstration of how complex the Virtools Dev SDK, 

Finally, physically modelled cloth сате making process is becoming, The result is a package that is 
behaviour blocks have been added | Virtos value to those companies isn't highly flexible and is often used in game 
to the library, enabling the concerned with r games finished preproduction for prototyping ideas. || 
simulation of wind, gravity and quickly. Моге often it's about getting has also found a niche as a platform for 
collisions on fabrics. ет started ме developers of downloadable web 


Evolving out of Virtools virtual games. One client is Flashbang 





realty visualiser for industrial firms such studios, WHOSE debut game, an 

as Peugeot and Aerospatiale, Virtools educational title called Sees s 

Dev nas built its reputation as a Buzzwords, is a finalist in the 
prototyping tool because of its speed Independent Game Festival in San 
use. Virtools’ vice Jose, held under the auspices of the 


+ 


aru вазе (И 
president of R&D Nicolas Galinotti Game Developers Conference. 
says this is based on a different Matthew Wegner, CEO of 





АН ridere 4а! Flashe БЕЛЕ ici h It might not look that simple, but thanks to its use of 
(у m тї ANI Fr c A] ewe Lac гута“ : TUA: ПАСА Р 
ilosophy Kar. MAREE авпсапа, says Vev S visual approac behaviour building blocks and a scripting language Virtools 
companies. "Instead of the ‘classical’ Was бы "lm the oniy programmer in Dev 3.0 is a lot easier to use than most comparable packages 
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Not only will PCI Express be cheaper and quicker than existing system 
buses but it could also help change the size and shape of PCs 





PCI | 
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One result of PCI Express is a new form factor for add-ins. Currently labelled NEWCARD, 
these hot-swappable sealed units will bring the ease of use of USB to complex systems 


este its multibillion dollar status. 
there's something одају charitable 


about the 2с components industry 


& 


Locked into a state of continual Self 
mprovement, It always seems to oer 


more for iess. Faster processors, more 





memory and thinner monitors have 
been made available while pricing slowly 
drifts downward. The latest component 
to uncgaerdqa Ine cheaper/better 
treatment is tha PC! bus, which controls 
the flaw of data from the GPL) 
subsysterrs such as graphics and 
sound cards. Granted, the introduction 
of the new and imoroved PCI Expre: 
architectura is unlikely to i iie a 
warm of И Shoppe to PC World, but 
oes provide the foundation for ће next 
onerat on of PCs. 

Developed as a low-cost. high- 
speed input/output interconnect 
technology Бу nguy wide 
Ord sation consisting ag | companies 
such as АМО, IBM, Intel and Microsoft 

Cl Express is designed to replace the 
current PCI and АБР standards. 

"The POI bus has served us wel for 
the last ten years, but processors and 
ther РО components now demand 

nuch higher bandwidth," explains Ajay 
Bhatt of Intel's desktop architecture 
abs, who is also chair of the PC 





Express technical working group, 


“The most important thing about 
PCI Express is it offers much пага er 
bandwidth — 60 times the throughy 


ihe existing PCI bus," enthuses Richard 


Huddy, А115 European developer 
relations manager. “This means you' 





get a more responsive Ро. 

He doesn't think it will significant 
boost the speed of current PC games 
though. "They might run a handtul от 
per cent faster, but | don't think that 
gaming will be a great reason to 
upgrade." he predicts. 

Games written with PCI Expres 
mind, however will Eire а the 
benefits. "Developers who take 
advantage of the very high upstream 
bandwidth will be able to do ih 
previous games would never have 
dared,” Huddy reckons. "| can imagine 
situations where the = оте and 
time-consuming hematics needed 
for accurate ‘as simulations will start to 
influence gameplay. It's possible thal 
say, water сап actually start to play a 
much greater role in garnies, Developers 
could simulate ocean waves which 
move things accurately, foods that 
possess impressive local detail in 
the flow and other sorts of similar 
fiuid-pasecd me which are totally 

тоғасіса! today: 
РОЈ — н 3ot Just about 





PCI Expres 











will replace the current PCI and AGP buses which connect components such as graphics 


cards, her еї, sound cards and other add-ins into the PC's northbridge/southbridge architecture 
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marks one of the biggest transitions for 


PG industry. 
convert na rriusic to dig та formats, 


үулейлет people are 


working with digital video or 
photographs or gaming, PCI Express 
will let them take full advantage of the 
processing power avaiable in nev 
ine he says 
The first PCI Express-enabled PCs 
are expected to start shipping in the 
summer, Intel will be supporting the 
technology in its new chipset, 
codenamed Grantsdals, Де e both АТ 
d nvidia will incorporate 
ver new маме aol н чиа cards. 


Thinking outside the box 


One interesting application of the PCI Express 
specification is the way it will allow PC builders to create 
computers with more interesting shapes and form 
factors. A new card standard from the PCMCIA industry 
group is supporting this process. Содепатед 
NEWCARD, it will enable sealed-system components, 


where graphics or sound cards are completely 


contained within a box. As well as making them more 
reliable, it will make swapping internal PC components 
as easy as is currently the case with external USB 
devices when combined with the PCI Express hot 
plug-and-play capabilities. This should result in thinner 
laptops and smaller desktop PCs. 
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ыт ке 2 E 1-UP #3: extra life 


| R EPO R | AG Е E US: Some time ago, Out There featured issue one of a US 


videogame fanzine called 1-Џо', The "zine's selling points were 
clear: it was an independent, sef-published artifact dealing with 
videogames; it chose passionate, anecdotal wrting over tne 
news-to-previews-to-reviews-to-close format that all gaming 
publications have followed since the year dot, and, despite 
maintaining the traditional fanzine staple-bound format, it was 
utterty, utterly cool. We couldn't imagine a better piece of work, 
nor a neater counterpoint to the majority of videogame journalism. 
It turns out that we're faltible, and we were wrong, because 





issue three of '1 -Lip' is simply stupendous, outdoing its previous 
iterations in every conceivable way. it coesnt just set new 
standards for gaming fanzines - property bound and intricately 
constructed on high-quality (squared) paper, it raises the bar Tor 
videogame magazines in general. Above that, it is equal parts 
intelligent and beautiful and, since if you paid for this magazine, it's 
likely those qualities inform your buying decisions, you should go 
to www, Tup-zine.com and order а copy immediately, At $13, it's 
nat cheap, but, hey, the best things in Ше rarely are. 


Wargames 

Iraq: The Middle East has always been a long way away, anc 15 

»ople always distant. If thé unavoidable 24-hour roiling footage о 
post-war bombs, blood, and bewildered civilians ІП Iraq 
desensitises us to violence — and we'd suggest it does this much 
more than, say, а red bitmap on the street in Grand Theft Auto — 
then the weblogs trom the country have done the opposite, 
making the everyday life of its citizens more stark, more real, more 
personal. The Healing Iraq blog offers a conciliatory take on tne 
situation, mixing politics with minutiae, and often provides much 

nore revealing commentary than some of the western press. 
Particularly relevant to these pages, though, are UK-bom 4eyad's 

hotographs of the Iraqi gaming scene, showing some of 
Baghdad's LAN cafes and gaming centres, where Iraqis indulge 
in Counter-Strke, Medal Of Honor and Winning Eleven. Head 


fand see! more here: healingirag.blogspat.com 











Soundbytes 

its in Half Life 2 occur right after 

; in half-life... New game moves, 
bilities, new artificial intelligence... 
to continue would be endless." 


A translation of the Hurt on the back of the Ukranian prated пл 2 
| box, now an sale in less-than-reputable game shops for under 56. 


"Certainly many gamers read my column as 
a statement that | believe that they аге bad | 
people. For that impression | am sorry." 
| 


Bill France. a columnist on Heraldnet.com — whose anti-carmimg ресе 
kickstarted Penry Arcade 's Child's Play campaign – gets humile. 


"We basically won 2003 and moved ourselves 
to the number two spot... Year-on-year we 
were up 68.5 per cent... We sold abo 
million GameCubes in Decembe 

whole year we were up 35 per $ 
competitors were both in the neg 


Nintendo's Perm Kaplan тағай some carefully ch 
to hier advantage. Nintendo fans whoop. Micros 
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cos Mean beanbag machine 


Japan: Ригује games are а pain in the arse because the we 


owed genre can prove dangerous аса те, lo tne cor nal 





“ayers can stare at ihe same set of за та blocks for cays al 
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J TER РЕ 1 єз cur Per n С r s 
ds a a mu ыы Bm zx 
— = У „йылы ы жатат ма 
СА jal је Same econo , 

ex1 пе а : I the Dreamcast, has solved = 

TA TE | HAGI [а "uyo Вор Fever beat ted 


HCA! The only problem hose wishing to play the qar‏ الا ا 
j гылт FE mE nva‏ | ) | = 
Sega We Cra IUT PEG or 8- gron схесе OF OST 1‏ 


заме to order their copies of the дате through Sega's Japa 


жесі service. You can but try at segadirecl i 


=== Halo amour 


Uus Edge: от ter Halo is wel documente 
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Germany: While Mr Minter buses himself with hippy-dips 


textures and beat-mapped burmp-mapnping, a new general 
homebrew heroes are busy making themselves In his imagi 
rather making their games in his image. PD ROMs, a (бетта 


Website devoted to providing legal ROM files for the emulation 
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“Fm only doing this һеЁйизе my Littlewoods catalogue 








DME. What a mistake-a to mech-a 


UK: Last month's Out There featured a battalion of beautifu 


Japanese robot toys courtesy of Sami Khan's Mecha Production 


Facility. We urged you to visit his site and purchase some mech 
merchandise for yourself, Unfortunately, we printed tne yong U URL 
You should have been directing your browsers towards 
Www.rmech-a.com (note crucial hyphen), where Khan is running a 
prize draw to win a limited-edition Luke ES Kubrick figure. 


This rare carded figure was only ever sold at the Kyoto National 





Museum and is therefore as desirable as Scarlett Jonanssen's 
peach pants. You'll also get à free rnini-higure or Kubrick toy 


run 


with ary purche se from wavunech-acomn over £39. 


с? Happy birthday, Mr Invader 


UK. It's 25 jong years since Space Invaders. Goodness, it only 
[gels like yesterday, you don't know you're born, we remember 
when ali this was pixellated cathode-rey fields, etc, etc. So why 
not help Тало celebrate the game's anniversary by buying a 
Joystick JUNKIES branded T-shirt? ‘An initial range of exclusive 
Streetwear ciothi ПО oased 00 the classic дееп aliens will De 
rolling out across fashion shows and retail stores frorn as вагу as 


January 2004, says the overexcited press release. ‘The first 





range includes printed male and female tops, but will soon be 
expanded,’ it cantinues, leading us to wonder what's yet to 
come. Boxer shorts with a turret and a tasteful thong featuring a 
m eer y ship, we reckon. And demand royalties, too, Call 
Joystick Junkies on 020 8960 8606 to talk them into rt, or at 


least to enquire where you can buy one of its £25 Ts, 


‘as The colour of money 


Japan: It's taken а while, hut it looks like Microsoft might finally 


nave discovered the reason for Xbox's Ebert allure in the east. 





its all in the colour, See, Nintendo has loads of colours, and Xbox 
doesrrt — so that's it, obviously, Microsoft ізгі holding back on 
the spray-paints any longer, as the Xbox 'Kasumi-chan Blue 
сеергатев tne launch of Dead Or Alive Online, while the Xbox 
‘Pure White Limited’ is, well, just pure white for the sake of kicking 
Miyamoto and company's backsides, we presume, Possibly 
coming soon: "Xbox Desperate Yellow’, shortly to be followed 
by “Xbox Still-Selling-Bugger-All Crimson’. 


Boutique publishing 

Design matters, Buy '1-Up', and see why 

Konamti 

If Silent Hill 4 is anything like its party, #11 be great. And really drunk 
Takara's dream machine 

Virtual reality for sleepy-heads, We want one 


| Quit | 


Black isle, now Legend. It's just like the UK, only further away 
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e gave it another chance. It was stil average. Sorry 


Can people iium start buying rt again? It's really goad, honest 


шыт THERE 
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ces Changing Planes 


it's often said that the subtext of utaman novels is the present 


eir writers world: see Эм ‘Gullivers Travels’ or 





5 ‘New Atlantis’. Sci-fis grand dame Ursula Le Guins 





t book refutes such subconscious metaphor, however, 
"hanging Бізлез is an overt attempt to place some cf the 
s proclivities into shar focus. Ostensibly trailed as a guide 
to words beyond our own, itis in fact an opportunity for Le Guin 
to have fun inventi IG € alternative planes in which some of the 
molications of extreme human behaviour are examined, 
Take Islac. a plane on which rabid genetic engineering has 
resulted in a race of teddy bears that eat the glue of book 
binding and others who are reduced to second-class citizens 
because their DNA is four per cent maize. Travellers to Asanu 
find its adult inhabitants Aided ЗІ ш whereas on another 
piane, Ihe Ives of the мака! consist of constant hand-to-hand 
combat. It is rare тог them to die of natural causes. Few travellers 
stay long on Мпа Мтоу = it's so safe it quickly gets boring 
Ра Naps the most amusing construction is Le бип 5 method 


t sucn inter-plane movement. Mindful of the increasir 





nature of terrestnal air travel — even before amcraft t 


артатын қалға рел oie eae CEN «Бал Exurge ail 
weapons of terrorism — Le Guin has her pioneer Sita I 


мір of 
Cincinnati slip into inter-plane travel because, being delayed at 


2nicago's O'Hare airport, she literally was already ‘between 
planes’. A bit of a pun maybe, but such gentle intelligence sets 


the mood of this short collection, which is well worth reading. 


Twisty Little Passages 

Interactive Fiction, or IF as it’s known to aficionados, has а 
chequered history, and partly that's the reason for the title of Nick 
Могол = book, The other relates to Adventure, the first text 

game. Taking its cue from creator Wiliam Crowthers ESTES! ri 
D&D meshed with his extensive caving experience, Aventure 
placed the player in an underground systern of mazes and ca 
- the alorementionad twisty little passages — in which they С 10 
ind treasure and avoid miscreants such as the thieving bearded 
pirate, Such а so Preia piece of software didn't just appear, 


however, It drew on years of ac ней тіс research, notably into 






breaking down language into a form computers understand. 
The highpoint of the genre swiftly followed with Zork, the 
seminal text adventure developed by MIT students who went c 

to set up developer Intocorn. Formed i in 1979, within five years it 
had a tumover of $10m and employed over one hundred 
people. The crash sna even quicker Wih the inteaduction 
of computer graphics. text adventures became oid hat; а 


problem compounded by Infocam’'s disastrous expansion into 


database software: Montfort dates the ena of the commercial text 


adventure with the recently departed Legend's 1993 Gateway I, 
The major problem of this well-researched book is that for 


Ad 
|“! 


ontiort we have reached a full stop. While hardcore ЈЕ fans 
continue to modify old games and work on new natural largquage 
parsers, he doesn't regard any computer оагпе posl-"93 as 
having any ment in the interaction fiction stakes. Its not a state of 


mind with which players of amy Japanese RPG could agree. 






Japan: Pokémon is back in Japan with те Red and Leaf 
Green, and Nintendo has chosen to promote them with: 
an advert pushing home the message about the new 
GBA wireless adapter and multiplayer features... 


0 575 07564 3 


The ad opons wit феде ае Тһе soundofa , 
нана т oe 
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(төзе ийуу соне Dx ішер же кені» 
reveal the screen of a GBA, playing the new game 


| aima 
| ш: 
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Site: The ultimate Space Invaders shrine 
URL: www.spaceinvaders.de/ 


1.2. Website of the month 


Scenes from the game are now shown. We see 
some creature trading, a bit of discovery, and... 






Built for those nostalgic for that time 25 years адо. ng 
when ‘shoot "ет ир" meant one game and one аста 5-96 
game alone (see earlier), the ultimate Space LA 
Invaders shrine is a neat, compact look at the. 
history of the garne. That is all. It has screenshots, 
flyers, cabinet pictures, scans of manuals. It has 
tips and tricks for the game and its sequel. It has 
wallpaper, a screensaver, sound samples and a 
RealAudio copy of the Space Invaders song. It has 
several Java versions of the game, and a short 
history of its development. It does not contain 
much except for Space Invaders, certainly, but if 
having a focus is a crime, well, just declare this 

site guilty and bookmark the majority of the 
sprawling, directionless internet instead. 


GAME BO лығына р" 


.. the main event, as a multiplayer contest is fought 
pub URS жо ымы ан i 
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“Pokémon Fire Red and Leaf Green," booms 
the voiceover. "Wireless adapter now included" 
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ts elementary school math. If one of 

something is good, then two of something iS 

better. Work it through. If Johnny has one ice 
cream, and Suzy has two ice creams, then Suzy 
is happier, ight up until she gets older and into a 
high school weight-shame spiral inspired by her 
peers who say: "Girlfriend, you cannot just, like, 
ваї two ice creams! What would Johnny 
Football-hero think? He would be so over you in, 
like, а flash!" бо, yeah, bad example, but the 
point is that more is more is better. Fight? 

Right. Like the Saturn, Realising that the 
system s 32b't processor was hopelessly 
underpowered next to Sony's PlayStation, Sega 
had а moment of epiphanal clarity, and it put in 
another! Brilliant. infallible, unstoppable. So its 
machine had two CPUs, Sony's nad one, 
everyone knew that two was better than one 
from ice cream experiences, and the Saturn 


went on to dominate. The Dreamcast, too, апа 
Nagoshi was knighted while RedEye married 
Maugu... Worse example. Let RedEye rethink. 

And while he does, let's look at the art of the 
press release, as delivered by Nintendo wath 
regard toits Nintendo DS, an apparent attempt 
o show 1+1=2 and recapture the glory days of 
the Virtual Boy. The Nintendo DS is а new 
handheld system which takes the simple logic 
detailed above and applies it to the Game Boy. 
Namely: опе screen is good, then two will be 
twice as good. And it Nintendo has managed to 
create a monopoly with a device with one 
screen, then foh God oh God) just imagine the 
revenue from a device with two, .. 

The release says that the Nintendo DS 
iworking Ше) will provide an ‘unprecedented 
approach to video game play,” and RedEye will 
nal argue with that. Here are some more 
anproaches to videogame play that are equally 
unprecedented. A handheld gaming system that 
has no screen! А handheld gaming system that 
has three screens! A handheld gaming system 
that calls you a bastard and punches you in the 
face when you press start! All unprecedented, all 
magical. It continues: ‘Players сап look forward 
іс being able to manage their game progress 
from two different perspectives, enhancing both 


the speed and strategy of the challenge.’ 
Players have had the opportunity to manage 
their game progress from different perspectives 
before, albert in parochial, little-known software 
like, ooh, Super Maria 64 (hit a button, see 
things through the eyes of the protagonist), and 
Super Mario Kart (glance at the bottom of the 
screen and watch a REALTIME map). Still, this 
way enhances both the speed and the strategy 
of the challenge. RedEye isn't sure what that 
means, but it sounds асе, 

‘For example in a soccer game, users can 
view the whole game on one screen while 
simultaneously focusing on an individual player's 
tackle or goal on the other,’ Maybe some 
readers can help RedEye out here, because he 
can't think of a single reason why you'd want to. 
Don't think about it too hard, though, because 
it's Quite irrelevant next to the word buried in the 


REDEYE 


A sideways look at the videogame industry 


middle there. Simultaneously? Watching one 
screen, while focusing on another? Christ, as if it 
hadn't brought the world enough optical terror 
with Gumpel Үоксів red/black baby, 

"Players will no longer be forced to interrupt 


is such a brave, barrel-scraping boast that you 
wonder why they didn't patent Realtime Осик 
Movement as а Nintendo concept. Simply by 
looking somewhere else you can see someting 
eise. Shorn of the imagination to actually 
innovate, they've just doubled their components 
and told you. you'll be doubling your pleasure, 
and they re expecting you to buy into it. 

As if realising the mediocrity — no, worse, the 
absolute nothingness — of its statements thus 
far. the press release makes one final зсатое 
for credibility. "Today's announcement is but a 
glimpse of the additional features and benefits 
that will be shown in full at the Electronic 
Entertainment Expo (ЕЗ) in Los Angeles іп May. 
it says. But a glimpse. Roll up and speculate 
away, because you won't believe what they re 
going to snow you. A glimpse, like a carnival 
salesman hawking special benefits that will 





never came, Nintendo is reduced to a 
sideshow, shouting about snake oil. 

RedEye knows you know that two isn't 
better than one, and he doesn't really think that 
Nintendo thinks it is either, but this is innovation 


"It is such a brave, barrel-scraping boast that you wonder why they 
didn't patent Realtime Ocular Movement as a Nintendo concept" 


game play to shift perspective such as moving 
from a wide shot to a close up’ - when were wê 
ever forced to do that? This is just creative 
writing now, though RedEye quite enjoys the 
idea of tearful. gamers being told, at gunpoint, to 
pause their games before hitting the change 
view button in Virtua Racing and a million titles 
since. RedEye also enjoys the idea that 
Nintendo is ushenng in a brave new era, where 
everyone can switch viewpoint without Tearing 
the perspective police — 'or alternating between 
а characters ongoing battle and a map of the 
environment.’ Like a boxed-off map in the 
corner of the screen, you mean? Neat. 

Here's the killer, though, the device summed 
up In a soundbyte: ‘Nintendo DS makes it 
possible to perform the tasks in realtime by 
simply glancing from one screen to tne other.’ it 


as desperation, creating something new just for 
thé sake of saying it's unique. The link-up 
between the Cube and GBA sounded so good 
on paper but, while games like Final Fantasy: 
Crystal Chronicles, The Legend of Zelda: Four 
Swords, and Pac-Man Уз have produced cute, 
new experiences, they re nat furthering 
Nintendo s forays into the mainstream, just 
pandering to their tans and collectors of curios. 
And if that’s what happens to something of 
idie interest, how can something as ndiculous in 
concept as the DS not be a disaster on the 
scale of the N-Gage? RedEye isn't a prophet. 
He'd love to be proved wrong. But he's checked 
his working, and... well, nay. You do the math. 


RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 
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aybe it's just the gloomy new year skies 
| sometimes | just can't take videogames 
seriously. | don't mean, dear readers, that | 
ехрепепсе physical difficulty in reaching up to 
stroke my beard — 1 mean that they seem totally 
ridiculous, even stupid. If you consider some of 
today's apparentiy most sophisticated games with 
a kind of mental squint ва wonder that anybody 
spends any time on them at all. 

There are currently posters for Max Payne 2 
everywhere in our cities (and in European capitais 
too}, These posters are cunningly designed to 
look, at first glance, as though they аге advertising 
a film. Friends of mine are surprised when | pont 
one out and tell them it's a videogame. "Wow." 
grown-up.” At which point | haven't the heart to 
explain that 15 ай about тойға; around in 


warehouses, shooting people in slow mation while 
a voiceover delivers ever more ridiculous sub- 
Chandler similes. ("It's like fooking down into the 
grave of your love" — what is that like, then, 
exactly? There is a fine line between parody and 
mere literary incompetence.) Why does Max 
bother calling for NYPD backup only to then 
immediately run alone into warehouses filled with 
enemies anyway? Why can't | go there? Why does 
Мах look 50 stupid when he jumps? Why can һе 
only carry eight painkillers at a time? 

Tne pest people at asking these sorts of 
‘why?’ questions are people who don't normally 
play Games – who don't unquestioningly swallow 
every bizarre paradigm that has been foisted upon 
us by unscrupulous developers over the years. In 
this respect, | would almost want to say that the 
non-gamer is never wrong. Of course, there will 
always be a priori parameters of a game that the 
initiate rnust just accept — for example, if you are 
explaining the rules of chess to someone, they just 
have to accept that a knight moves like this and a 
bishop moves Еке that. In this situation, asking 
"why?" is hardly productive: 

However, such unquestionable parameters in а 
videogame system, | suggest, do not extend 
much beyond the control interface and the rules of 
success or survival. Everything else is up for grabs 


and instead of taking everything mutely on trust, 
we should always be allowed to ask: "Does this 
make sense?’ The tension in Мах Payne 2 
between à pseudo-naturalistic narrative style 
and a set of arbitrary mechanical conventions is 
invisible to the habitual gamer but immediately 
obvious — and rightly troubling – to the novice. 
Compare the experience of the EyeToy, where 
there are no immediate 'why?' questions that 
араға to mind. Obviously, punching the little 
martial artists makes them go away. Obviously, 
ducking under the ball makes it bounce off your 
head. This kind of stuff is all familar from real life 
(except. just таубе, the thres-inch-high kung-fu 
fighters). Now in a sense it may be unreasonable 
to compare the party-game delights of EyeToy 
with a t»ah-budget 'onematic' extravaganza such 
as Max Payne 2. One could argue that EyeToy is 


Steven Foole 


thoroughly successtul anly because it is 
attempting so much less, but it is not 
unreasonable to imagine, or at least to dream 
about, a large-scale adventure with the immediacy 
of interaction and the seamless logic of an EyeToy 
game. /со was nearly there, but not quite, (In fact, 


complaints in return. (Clearly, the developer half 
expected that people would try this sort of thidg, 
but seern to have underestimated my grimly 
perverse determination to keep going until it 
entirely shattered the illusion of character in tne 
game world.) 

Invisible War also initially suffered from the 
absurdity that it took several bullets in the head 
from a handgun to kill an enemy. This; as Warren 
Spector explained in a pre-release interview, was a 
deliberate design decision: he wanted players to 
play the game in a different way, to do something 
other than run around taking headshots. 

Well, in response to such manifest absurdity 
and to the ludicrous vision of Daddy Designer 
trying to tell us how and how not to negotiate 
the еліге gaming community shouted ‘why?’ — 
and, sure enough, in the version 1.1 patch, the 


TRIGGER HAPPY 





developer had, among other things, “increased 
the headshot damage multiplier for the pistol.” 
Thanks, dudes. 
This is an excellent example of community 
pester power, of which | think we should all take 
advantage more often. Let's try to look at our 


"| spend a full 15 minutes throwing a chair at a friendly character's head 
only to receive a handful of scripted peevish complaints in return" 


a non-habitual! gamer who is playing ico for 
research purposes shocked me the other day by 
going into a rant about how much he hated the 
annoying Yorda. | was taken aback at this but, 
after a while, | could see his point. The fact that 
she is sometimes helpful does not alter the fact 
that she is often a hindrance.) If this industry is 
going to continue tà expand, that has to be part 
of the future, 

So far, unfortunately, it seems to be a rule in 
videogames that every advance in naturalism 
brings with it new absurdities. The fact that every 
object in Deus Ex: Invisible War. for instance, can 
be picked up and cnucked around and will behave 
according to simulated physics just makes it 
appear all the more silly when | spend a full 15 
minutes throwing a chair at a friendly character's 
head, only 10 receive a handful of scripted peevish 


EDU E 


games through innocent eyes and remind 
ourselves exactly what we are beng asked to 
gares are supposed to be fun but, on the 
contrary, because we want them to be more fun. 
And this is not a bad habit for a designer (like 
any artist) to get Into, either, if you're constantly 
interrogating the work and seeing if, зо to speak, 
it can defend itself, In fact, gamers and developers 
equally should all be like small children pestering 
their parents, demanding “why?' repeatedly, 
never satisfied wath an argument appealing to 
That way progress lies. 
Steven Poole is the author of "Trigger Happy: 


The Inner Life of Videogames' (Fourth Estate). 
Email; steven_poole@mac.com 
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е his pungent eggs down my throat the rancid corpses of a billion other games? Do they just not care?” 
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Bandicoot continues to be a cash cow for the 
company, while Prince Of Persia: (he sands Of 
те has been a similar success by literally turning 


1 ! 
many platform game conventions on thelr head 
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Mr Biffo is а semi-retired videogame journalist 


His views do not necessarily coincide with Edge's 











most wanted What will games invade next? 

Star Wars Battlefront 
hack (PS2) 
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E World War Zero: 

E fron Storm (PS2) 

х Battlefield: Vietnam (РС) 

-- Harvest Moon: It's A 

ПЦ Up Your Lite 
Sabre Wulf (GBA) 

; Detonator (PS2) 

$ Cy Giris 
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Із Champions Of Norrath: — 

d is of Everquest (Р52) 
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E Joint Operations 

[o] Typhoon Rising (PC) 
Pool Paradise (PC) 
Soldiers: Heroes Of 
World War Two (РС) 

| Perimeter (PC) 

: Prescreen Alphas (various) 

4 

5 

N 

a 

ў 

= 

| 





EDGE #134 051 








А long time зао ioi зк) | па а ену таг 


ң \ \ = 
( еха5), We gave ы. 





There's an impressive sense of scale on show. AT-ST walkers tower above the grunts, a terrifying 
prospect for the Rebel Alliance. Imagine how big an AT-AT feels compared to your little trooper 


ge ап 


au join us 60 feet above the ground, 
"acing across the white plains of 
| Hath in a snowspeeder at а speed 
measured somewnere between ‘fast’ and ‘oh 
cripes.' We're cunous to discover quite haw 
Star Wars Battlefront, LucasArts’ own take on 
the Battlefiela: 1942 formula, will play out. 
With no preview code available, we've 
taken to toying with Galactic Conguest, a BF: 
1942 mod that lifts its core ideas directly from 
the ‘Star Wars’ franchise. Only two years ago, 
this would have resulted in a stern phone сан 
from the Lucas lawyers and a cease-and- 


“Tha Һасіс temm t f R efr 1 іс “iY р! 
[he basic template for Battlefront is simple: 
combine ‘Star Wars’ with BE 942 in the most 

ambitious console firstperson shooter yet 


desist letter. No longer. Now, the Galactic 
Conguest team enjoys hosting on Lucasarts’ 
own file servers and the chance to use the 
John Williams score in its publicity material 
The time has come for LucasArts to take 
advantage of the rabid following that's grown 
up around the under-resourced and 
uncder-achieving mad with its own take оп 
Вашепе с 1942. While the ambition of th 
Galactic Conquest team is admirable, it pales 
into insignificance when compared with the 
scale of LucasArts own vision. The basic 
template for Battiefront is simple: combine the 


а 


= 





Above and top left are screens from the PC 
version, with PS? shots in the centre and 
the right populated with Xbox graphics 
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r Wars’ with the 


geek fascination of ‘Sta 


ж! 


comedic lunacy of ВЕ: 1 
ambitious console firstperson shooter yet. 
The primary interest will lie in the direction 
LucasArts is pushing online gaming, with а 


942 in the most 


massively multiplayer mode for Battlefront 
that shares a moniker with a certain mod 

In the Galactic Conquest mode the 
universe is divided into discrete sections, and 
then split evenly between the Imperial and 
Hebel or Republic and Separatist forces. 
Simple, one-off skirmishes over territory are 
fought by 32 players per server. The winning 
side chooses the next scenano and may get 
certain tactical advantages – if tne Republic 
players hold the cloning facilities on Kamino 
they gain a faster respawn time, while the 
Separatist forces receive a similar bonus for 
owning the droid forges on Geonosis. 

Those advantages are at their most 
spectacular when combined with NPCs. The 
online hoards will be ioined by a selection of 





familiar characters, tipping the balance af a 
conflict. For instance, the advantage of 
holding Tatooine as the Empire is the ability to 
call upon Darth Vader to plough a path of 
destruction through the Rebel forces. If Rebel 
snipers are whittling the stormtroopers down, 
players can enlist the asthmatic one as a 
force-enabled not shield. The addition of 
neutral races should add a further frisson to 
online play — Lucasarts is already promising 
that Tusken Raiders will roam the deserts of 
Tatooine attacking anyone they come inta 
contact with. while a Saraac prt will lash ош 
at anyone who comes too close. On Endor, 
where the Rebels are at a natural 
disadvantage, the Ewoks will proffer their 
services, stealing speeder bikes from the 
Imperial outposts whenever they can. 
It's the vehicles, and their perfectly 

balanced twitchy arcade handling, that are 
the key to Battiefiala: 1942's success, and 
LucasArts is offering vehicles from both the 


Levels available include battles, planets, vehicles and races from both the original trilogy and the 
new-fangled prequels. Occupying a planet may bring specific tactical advantages to your faction 


TE тт | г, ¥ г я A. tel س‎ 
ЖЕЛІН a Тү 1 i je. PX FAL ت‎ 
: == 
нек қылған ғұ Р е4 A т | aham fT. b Frane 
examples mclucde thi dream А-5 ls and 


АТ-АТ5, а selecton of starfighters еее 
X-Wingas and the Republic's gunship from 
Episode Two, replete with Tour qun turrets that 
сап be crewed independantly 

TAs- use of pracuel maternal allows 
LucasArts to fiesn out some of the technology 


—for instance the Republis's commandes will 
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оне pavers to bound from pulang 10 
building, raining blaster fire from the skies. In 
ne mesime. the on irc вал | bE 
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be the Driodikas, walking gun turrets that can 


collapse into a sphere, rolling around at high 


speed. Expect a Super Отока Ball mod in 


"mat. PC, Xbox, PS2 


Бе! Activision 
упр е^ LucamArtm/Pandemic 

Origin US 
Autumn 2004 
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sêlê Cio of Toolkits and level editors tron 


LucasArts, Console owners can expect online 
play through Xbox Live and Sony's own 
network service. For lone players, full battles 
can be played against bots, with the numan 
player issuing local commands through single Each player faction will be able to choose 
from at least four classes per map, including 
officers, pilots, commandos and scouts 


button presses, The Galactic Conauest mode 
will bring a sense of continuity missing from 
BF: 1942's singleplayer effort 


We retum to an Edge now тогошор 
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online technology can keep pace with 





the company's aspirations. 


Infection, Mutation, Outbreak and Quarantine - Bandai's virtual 
virtual world crosses media boundaries and looks intriguing 


r— 1RHhe bilingual press conference is a 
E — | ч | | ғ. | ; 
| | cunous thing. First there's the 


Japanese developer giving а sincere 
speech to an audience who nod out of 
politeness, but who understand little more 
than appropriated english keywords like 
‘internet’ and 'D'VD' and ‘multimedia’. Then 
there's the translator. who struggles with a 
pen and paper to catch up with the 
developer's speech, and punctuates the 
paragraph pauses with an approximate 
translation of the previous few sentences, 

Consequently, the reactions from the 
crowd of journalists are split in two. The 


E E The soured recagretece 
B ndewne қал түсінте із 
псағ merbeetuem wth a leza 
than KS N error rote 
7 - “То When кейелен пе Шым 
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Japanese entourage gasp and sigh and 
жүзе during the first readthrough, while the 
Europeans wait anxiously for the translation. 
it’s like hearing the canned laughter 30 
seconds before the joke, 

Laughter. We wait. "So. vou enjoy the 
stylish and mysterious world of MACK, 
stumbles the translator, taking his words fror 
the mouth of Bandais spokesman, "and | will 
enjoy a very tasty restaurant in London," An, 





The desktop (top) allows access to news 
sites, email and The World (below), which 
can be launched like any other application 


"Less mystery and more conspiracy-theory 
hokum perhaps, but the technological setting 
gives the game a neat postmodern twist" 
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gotcha. Laughter again, and the DVD-basec 
presentation begins for real. 

What do we know about Маск? Its an 
RPG, not dissimilar to Phantasy Star Online in 
nature, where players level-up characters by 
hitting monsters af ever-increasing numerical 
stature. It comes in four parts, all of which 
have already been released in Japan and the 
US, and all of which will be released in Europe 
during 2004 under the Atari label. It's not 





Monsters іс be fought сап be huge, as evidenced by this flying horned beast. The traditional RPG 
elements of the game can also be seen in battle mode, with hit points and damage figures 


inextricably linked with technology = more of 
that in a moment – and so the visuals pay 
homage to the same punchy, sharp graphical 
themes seen in ‘The Matrix’ and (again) 
Phantasy Star Onine. While Fina! Fantasy 
special attacks are the gods and monsters of 
old, enemies here are pierced with shards of 
bright, jagged data, over and over again. 

And it's quite mysterious, too. It takes 


series, the comic book, and the DVD anime. 
The threads in each intenweave, link and tie 
up with the resolution in tha fourth game. It 
is.an ambitious project, but one whose 
payoff is clear; if consumers buy into the 
Jack world, they don't just buy a single 
= | product, but rather an entire line of storybook 
^ БУЙ fragments, each designed to tease them into 
(м = d d | buying the next one. 

3 stylish and mysterious, though? Certainly 
the first. Exquisitely produced by the lead 


simply about videogames, however. It's a 
multimedia project which spans four separate 
media: the game, sure, but also the TV 


piace in a near-future world where an 
MMORPG called The укопа has achieved 
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Players move from the hub world by creating portals using word combinations, like codelocks for 


designers of ‘Ghost In The Shell’, "Мог and 
‘Evangelion’ (to no small degree of expense: 
"So artistic that they missed many deadlines" 
= to delayed laughter) .паск aesthetic is both 
traditionally Japanese and exuberantly 
modern. Translucent layers shift silently across 
васп other. the game's hallmark hexagons 
providing а wireframe filter to much of the 


global popularity and tne шәует takes the role 
Of. well, a player. The short-term motivation fo 
the investigation is to find out why your friend, 
Orca, has fallen into a coma while playing the 
game. The long-term objective is to find out 
the truth behind The укопа, and presumably 
behind Altinet, the stable computer network 
which proved the only software environment 
immune to a destructive virus released at the 


levels. Passwords come by virtual email, so it's wise to leave The World every so often to check Interface. As the name suggests, it's an RPG 


034 





Forrest: PS2 

Publisher Atari 
Developer: Bandai 

Jigi Japan 

alsa: MarchvQ2/Q3/04 
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more conspiracy-theory hokum perhaps. but had enough time to judge yet. but maybe й 
the technological setting gives the game a doesn't matter. If you'll allow us to opine for a 
neat postmodern twist. moment: regardless of .hack's ments as a 


Rather then attempting to model reality, сн piece of software, It’s certainty an interesting 
а reality, Маск has to simulate а massively comment on Its host medium, and the 


multiplayer online roleplaying game game's multipart and muttform philosophy 


So. (he frontend is an Altinat deskloo is а аутора пе direction videogan 
еге players can do many of the things thes may vet take 
нт ағы = tha -—- di^ chow = “үа! y taz lu^ ence ye = 1n rat жз өс oe 7 : 
= 1 = a ESRD ае n T в ISS wea Namawe GE 14 The bright colours. futuristic fashions and 
walipaper, play in-game audio and mpeg make its contribution to our form ап pretty (but ultimately essentially flat) 


surroundings recall Sega's Phantasy Star 
Online - though .hack's offline nature will be 
substantially kinder to players' phone bills 


fles, check email (messages regularny arnve interesting one, but it also verges on the 
from the characters you meet), or do some episodic structure that s been promised To! 
virtual shopping for in-game items using a years now, While that Could be seen as a 


neat web browsar томе less grounded in the creative futura cf 


T 
Hows you to taunch 7 ^e Угол as gaming and more іп cynical profiteenng, it's 

f it were just another application. And from still a step towards something. A step worth 

The World's in-game menu, you can loo on taking f Possibly 

to the (simulated, virtual! virtual word. And А review. of tha first chapter will 


that word? Well, it's just like а videogame, reveal more next month. 


Forma: PlayStations 
Fxntighar. МО: 
Deveiaper: Раба ог 
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shiver down your 
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spine. as Rebellion takes on last year's РСТ visionist FPS 
| # 


| ebellion has had 14 months to finish 

| tei | its console conversion of Ign Storm, 

___| a PC FPS set in an altemate World 
see ‘That 608 show’). The luxury х 
rethink almost every aspect of the game, fron 
character design and plot tweaks to aming 
systems and weapon balancing. The result is 
а pleasing balance of arcade freedom and Р! 
discipline. Carry all the weapons and ammo 
you want, bul expect your allies to respond to 
fnendly fire by dying messity rather than 


chirping "Oi! Knock it off!” 


rj 1 ғ atline ee = лык жайы сақ дн 
ГИЛІПІГЕ Dai lies and lense FET HOT Sex onis 


play out differently as fhe canny AI nunts yo 
down or cowers behind cover. but overall 
levels will be straightforward and ипеаг. 
Rebellion hopes that hidden sub-missions, 
бестей weapons and a high-score suit will 


encourage players lo return to the trenc 


e 


gain and again, Combat is satistymg, with 
the wide-ranging but tradibional weapon set 
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feeling he z 
On Normal difficulty the auto-aim snaps to 
three diferem роду zones - head, torso and 
leas — which works vary well when your 
reticule snaps onto your target, but can prove 
a little frustrating when it snaps off. It's 
perfectly possible lo turn it off, however, and 


hoher difficulties shrink the locus of the snap 


or remove it completely. Алти at the torso 
and leas makes each battle play out 


differently, as wounded troops slump to the 





around before surrendenng or pulling the pin 
The blood splatters aren't just cosmetic, they're 
highly directional and respond accurately to 
show the direction the damage is coming from 


from a suicidal grenade, 
The creamy haze in the sky is certainly 
pretty, and it qives a real impression that the 


whole world's atmosphere has been choked 


әліп 50 years of cordite and mud. In fact, the 
дате = main visual strength comes from its 


ability to make things look grubby, Spattering 
down over some pretty standard PS2 

Irenches and bunkers, the (hick, grubby гаг 
qives you something to shiver about and the 


That '60 show $ i m flm of muck that coats your sights leaves you 
The premise of World War Zero's 
alternative history is that the Russian 
revolution of 1917 was derailed by the 
megalomaniacal Baron Ugenberg, who 
spent the following 50 years trying to 
establish a pan-Asiatic state, stretching 
from Europe ta China. The west has 


in na doubt that you're up to your ankles in 


^ SS ги ret umo ri 
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A itie tuning remains. The quick-swap 
pation for vour Two favoured Weapons в а 
sound idea, but the heat of battle would be a 


much nicer place to be il there was some kr 


fought grimly on, funding their efforts by 
floating all their troops on the stock 
exchange, which means that each level 


of fast select system for your grenades. Тһе 
manual checkrxsnts can also be a little too 


you complete enhances your personal Sparse, айта sometimes that s ont 
share price. It's an interesting satirical because yoy ye раз! one by mistake: Al 
twist, and allows the designers to mix Bhat Hee T 1 War Zero should 
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trenches and muci-siicks of WWI with ама лави ууда fv біле 
powerful modem weapons. The ‘60s setting adds more than just an atmosphere. As well as conventional grenades, you сап stand witness to ougnttuiness 
be attacked with hallucinogenic mines, which leave you tripping woozily across the battlefield and patience оппо lo console ports. 
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Can the pec uliar sheen of the FEAF ғо) butchery of 
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Viet P tem. a rou its Ini Ж 5 "lime maectarmimesa 
/ietnam breath new life into EAS online maste piece 


= hen Ватетенс 1942 was imminent 
on tha PC games scene, even БА 
vas a ite uns of how It was 
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game that melded firstperson action with 
ehicuiar combat was going ta work online 
траг and its sequel had pioneered thi 


Ф d kie — А 
HTT, г МТСИ ever тезу Sirning up a 


popular following. Battlefield has changed 
things, and its resounding success seems to 


заме surprised and delighted everyone 


Ватећеку Vietnam is a sequel (па! 


nstead от faking а next-generation leap into 


tne unknown, reworks the orginal game Ds 


slapping the template of an existing graphics 
engine and game dynamic over a war that's 
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іске. There have been some tweaks here 
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of the cutting-edge technical trickery that 
seems to charactense big-name PC shooters 
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vehicles, Battiefielg: Vietnam certainly provides 


таг, and manages to evoke a strong sense of 
пое ғ " n ^ + то йс a | | at 1 and C o Til 1 31 = ine 
process. Dense jungle, however, is not 


aoresented, and the nattiefields can feel like 





dressed-up versions of the na, rather 
- 3 "tual гај forest lanriecanes а " - i T ==] 


swammpy спава areas аге nied with - = > = 


waterways іп which numerous boats can be Helicopters provide air support as well а5 moving 


| Wate) Е troops around the game space with remarkable 
TONET ШЕ IG w БЕТТИ) zi EN — ~ 
employed. Vatehing lig ПАЛО ease. Battiefield remains intuitive and fluid in play 
вреесюооаів Casting down channels under 


маг от hencopter gunsnmips will оппа баск 
тетопвв of опе tao many Nam films. 


Of course, the game shirks realism to 
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having Chinese tanks, аз ме | as Russian 
eicopters and аҥсгай to Бай out of across 
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m d. 
тхауете will бе refresned, out aiso totally 
familiar with how the game works as the 


standard base-capturing дата types remain 


Ver ме ony vel зееп ап incomplete Other jungle rumbles 
version of Battiefield: Vietnam, and the Battlefield: 1942 has a number of talented 


and enthusiastic amateur makeovers. The 
Desert Combat mod has already found a 
place for itself in gamers’ favour, alongside 
Vietnam mod Eve Of Destruction (above). It 
isn't bad either, and begs the question as to 
what developers must do to stay ahead of 
their fans, let alone professional rivals. Eve 
Of Destruction has ensured that PC gamers 


зомошз problems were typical of games at 
his фо of development. More worrying, 
юууеуег, is whether tha Fame will provide 
anough fresh content for picky PC gamers 10 


ее! satisfied with a Мінсе purchase. With 
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ree mods E dé sdy Зао out this Kind of 
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than a gionned expansion pack these maps provide for the sneakier gamer. It's vehicles, however, that can turn the tide of a battle 


Harvest Moon: Its А Wonderful Life 


It's A Wonderful Good Life might be more accurate, as Natsume's self- 
sufficiency sim comes to your GameCube. Peapod brandy not included 
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There's ап entire suite of tools which = for a price = automate processes like milking (which needs 
to be done twice a day) and watering. For now, though, you're stuck with a watering can (right) 
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Семестр: Natsurr 
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arvest Moon s simple story i8 tinged 


[77 with melancholy, As à slighily super- 


deformed boy of that indeterminate 
Nintendo age of somewhere between eight 


а ү = 


and 15., you 2 at the farm after your 
my + - = 8 iy *- 1 ~ ~ 
јаше s death. A сүттү but КІП ДУ uncie 


figure explains that his dream was to raise а 


tamily on the-iand, and that you ir nerit his 





dream along with his acreage 

What that adds up to is the gentle 
strategy of choosing your crops, breeding 
your COWS and сис ing your "chic Kens. You i 
need To Keep an eye on The seasons and 
watch your livestock тог signs 
the farm to remain profitable, and vou car 
nvest those profits in rarer types of cattle and 
fancier outbulcini 

However, the pace is less rutniess than 
earlier garnes in the байба, and your basic 
Watenna and milking tasks will only take up а 


fraction of the available to you each бы It 


maano iw) ran emenn deo E - 
ans vou can spend the aftermoons 
"onu b^ bru жау guum + rahor arara T" 
er rne апл в Ern uad | 


nding your horse or ри та in а spot o Пп 
As ever, your all-consuming quest :s to get 
ре а wile, and you've a broad range ol 
choices trom the tarty ta the demure. Indeed 
the balance of the game is stacked far more 


towards interacting with the tramps, hippies 


and derandged scientists who Marke up you 
neionpours than престо талаата cans of 
buying bulls and 'miracie pis. for your cows 


Visually, this isn't à game buit out of the 
finest materials the GameCube has to offer, 
but the world |Б put together with such care 
and imagination that the result is a delight 
The flower-amps gleam in the cool night air, 
and your shadow fades іп and out with 
delicate precision, Link up with the GBAs 
Frends Of Mineral "bwin and vou can unlock 
characters within it’s A Wonderful Life, who- 
in a nod to Animal Crossing — will visit on 
сысы days of the week and bring with them 


bey muses like new recipes and records to play 
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upcoming it's A Умопсети Life For ( (ита. 
These differ little frorm tne ondas but let voi 


play ав a girl, which adds a rather different 





dynamic to your spouse-huntind activities, 
and there's likely to be a greater emphasis on 
clothes and cookie бакта 


Еа, азақ а Ка А Noe i jfa 
nine meantime, TSA Ve ИЮ 


should Ding an even more lackadalsica 
pace to what has always been one ol 


gaming's most laid-back series. 
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Rotobee moves it 5,000 miles east and makes it 5.000 times saucier 


= t first glance, you could бе fargivan 
A for thinking this was the shallowest 
___| rip-off imaginable, but there's quite 

iterally an ocean of difference between 
Singles and the original it imitates. The Sims, 
inspired Dy the sitcoms and soaps of 
suburban America, couldn't be more at odds 
with the adult, European vibe of Singles, This, 
after all, is a game in which your only goal is to 
encourage the two flatmates you oversee to 
get it on — or, more likely. off. 

And as the screenshots show, Singles 
doesn't shy away from much. 
singleton goes to have a bath, they run the 
water, take off all their ciothes and lie back іп 
the tub. What's shocking is that it's an entirely | 
non-salacious event — there's no purring or | Ма | ЖШ | 6 СЫ: 


When your 





arching or pouting. This is a word away from 
Lula, with its filthy modelling and sniggering 
press releases. It's all anout as pornographic 
as a French yoghurt advert. All of that, 


however, is rather contradicted by the 


Isn't your bayfriand jealous about us sharing а 
flat? 





game's main event. which is all about sex. It 
takes some doing, but if vou manage to max 
out all your sliders you'll gain access to the 
'snog in бес commana, which will tigger 
some activity of the kind possibly best 
described as ‘educational’. 

Theres littte evidence to suggest that 


Singles’ gamepiay will be groundbreaking. 


Тһе basics wilbefamilar-although your two — ЕЕЕ | ӨТТ дү 

Conversational successes result in your 
characters being showered with balloons, hearts 
and paper doll chains. The more you succeed, 
the more gambits become available to you 


charges have limited minds of their own, the, 
mostly rely оп your mouse clicks to remind 
thern to eat, sleep and ga ta work, Invest their 
earninas in some mice new sofas. keep them 
happy with some ramantic movies and you'll 
buy yourself enougn time to have them 
сидаје up together and whisper sweet 
gobbledygook to one another. 

Hotobee nas taken the axe to the delicate 
checks and balances that make The Sims’ 
mechanisms sa fascinating. With a limit of two 
characters, and a smaller number of variables 





to manage, this is likely to бе a much more 
finite game experience. 

Games have a lona way ta go before they 
can successfully intearate natural sexual 


Sylvanian families 


The European flavour of the game extends 
beyond sexual permissiveness. The 
apartment's setting feels like London, Paris 
and Berlin rolled into one, and each 
character converses in regionally accented 
nonsense. It's also influenced the game's 
visual style, which is more realistic and 
elegant than The Sims' cartoony abandon. 
The close-ups of their faces provide a more 
intimate sense of c tion with your 
charges - rather than being user created, 

| ; Singles’ characters аге fully-rounded people, 
Presentation, might just prove а vital | Тһе tone of the game is set by the wardrobe choices, which can range from bikini to underwear to with names, histories and personalities. 
stepping stone along the way. : naked. However, your singletons will become embarrassed if they are left undressed for too long 


behaviour into their worlds — and there are 
quite a few questions to be answered along 
the way about whether or not it's even a good 
idea, There's no hope of making any progress 
at all, though, until games can at least look 
both male and female nudity in the eye 
without squealing or blushing or fainting. The 
sight of your singleton reclining full-frontal in 
the bath, utterly neutral in posture and 





Format GBA 
Publisher: THO 
Developer! Rare 

gin: UK 
helease. ТВС 


r Gives generation prepare to get excited: this looks much 














Е mare an Ultimate ies than a Hare one. Indeed, there's 
omething fresh, almost bold, aboul the game's incredibly 
simple structure. Sabreman must айаш С rid the malign Sabre Миш! 


гей: жым élam шасы az тылы a жун қан ааа жа ақса Led 

Dy collecting the pieces ога protective amulet. Most of ine puo 
exposition, chatting to characters and ramino will таке place fom an 
тт кегі umm or T = == = | E mo V 1 ا‎ 1 = ire 
overhead perspective, but discover one of Sabre МБ lairs and the 


game shifts into familiar 2D platform temtory 
Each lair, although small, will have a clear goal: steal а mission- 
critical object from beneath the paws of the snoozing Sabre Wulf апа 





escape before he eats you. The journey will be littered with obstacles 


each of which can be banished by employing a set of collectable 


иң. | à | 
surreal, ‘animal’ tools. One provides а 2 T 
4 за je -— 3 " ne m Р 2 


де, another a trampoline, 


=. Wit 2а adm 
rues. which look equally "^" ж 
| i+ 
DiZarre, Inaiscnmimartesy 
With only eight ты to explore, 
ion igervity could be a powem, but a Turthaer 


Challenge mode should hopefully add some 


The overhead-viewed adventure section (left) 
is riddled with entrances to underground 
levels presented firmly as platform sections. 
While the usual goal is to grab a piece of 
treasure from the dozing Wulf, the occasional 
special item must also be retrieved (above) 












AA 


ienath to an otherwise modest adventure 





A mix of platforming, treasure hunting and 


i some new mini-games, Sabre Wu is 
Once Sabre Wulf gives chase the enemies and | nts 
ferry ает |! ‘| the Е ГИТ купа! ii that 


barriers disappear, leaving you with a frantic 
dash of desperation back to the entrance it's simple but seemingly effective fun 





PS: 

"ublishner- Мија: 

Developer: Kadokawa Shoter 
Gng Japa 

вазе February 21 





Memories of Fantavision’s explosive 
| ny ee еа жақта кы а аа ушы: ж. 
gameplay rekindled at a bargain price 


uzzle games don't really have to have plots, of course, but it 


Hi Score : UE NI ME, 
Foui Score: 000 Мар 


seems that they still have to try. Detonators excuse for asking 

you to arrange vanous snapes In a сопотопе Tasnion on а ape | ШШЕ 

urtul canvas іс таг you're trying їо Dring the house dow =. A | Alh 
destroying whole tower blocks by arranging chunks of ‘dynamite’ on E А“ 005 

the weak spots of a towen 0! bu 9 | ЈИ 

Тһе rules are this: you have a lim umbe of turns, plus a limited 1 5 | у) ШШЩ; 

amount of dynamite, Tha explosives don't just come in different shapes. | EI mu LX | All 
bul мем Sizes, meaning that simply fitting the shapes on the canvas | J 4 - | E "ДЕ 1 (117 


presented is not enough – you have to find the best fit possible, Here's 


the tack: if you can vertically sandwich an unexploded block between 
two pi i dynamite, it will бе taken out in the blast, thus bringing in 


n element of forward thinking, allowing yo 
to orcnesirate expiossons That wil Таке out 
several secondary blocks in the process. 

Пета has taken eon de ted 
LEONE nas Taken Some LInadersisrec 
style cues from games such as Fantavision, 


Flipnic and Kurushi. Тһе block- ploppi na 





Despite the variety of modes, there's nothing 
more here than a few riffs on the central idea of 
premeditated destruction. It's limited, sure, but 
completely sound. The trade-off for being 
limited is that it's part of Midas' budget range 


puzzles are dressed up with clear, minimal 


ot shimmenng 





ЛЫБ, BOO win = mesme к and 
„ы jme gne ami me T^ ль ای چا ون‎ аы, а) түк 
Only occasionally кнтта та soundtrack ot 


Levels are topped and tailed with a fly-by of 
the buildings both before and during their 
destruction, They jar a little, but are welcome 


dance-tree skeletal melody, A worthy 


looking puzzler, then 


080 


Pusher Konar 
per; Konami JPN Eas 
ji^: dapa 

Ealease Apr 











Frgvigualy m Та: 
ты, ^s, K — ic ом са ЈЕ г | ia у | 
Те in Konami s low-ca ! TEITH Hi SeC 
таз RA MP UV queam — a rise 
ear oolid. Gue gratuitous shower scene 
he sassy futuristic nimia зехіх iris were ‹ шга! y d 
Sor pees “Tew TIC 25 ТОГ Tak a. | Јегујати 
aqining of their adventures | К 5 Japan Eas: 
tudio, they've been called into action as Su he world's entire 
electricity network shaàrt-circuiting on "Damnation Monday іп 2058. We 
Know this because tne game force-feeds you hours of superfiuous FMV | 





ШАШ 11 
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backstory before you're alowed to touch the joypad 


It's instan iti y appart ent Mal e /ЖЕГҮТПІГІ ic] abou t Gy а | 18, fro TI the daft 







ber-samural setting to the MGS-style interface to the briefest glimpse 


of naked female flesh in the rape 19 cut-scena, Is designed to mug 


“Жа 







directly into the pleasure node of anime-loving fanboys Sady the 










gameplay itself has been less стеку considered. While your t 
eroines have a nice variety of moves at their 
lisposal, they are executed a little clumsi 
~ it i5 facie and the ‘find switch to оре 
L ons аге игре ву disti ang Left: That could easily be Metal Gear 
е game is full of pleasina stvistic touches Solid 275 Raiden on the Big Shell. Cy Girls 
= е aa ing t ae borrows the MGS2 technology, but doesn't 
but you can't shake the feeling that ts mere 
! F : add too many original ideas of its own 
Metal Gear Solid-lite. Then again, there аге 


two discs of this stuff, and if you like your 


"mes یا‎ 





| 3 Jame characters sharp, sassy апа, above alll, 
Your characters are agile, performing rolls, 


rrusies veu may wart 
jumps, ledge-grabs and wall-runs... but to amas, you may want 
little effect, as the combat is so simplified the Cy Girls when they appear in er 


о check out 


e 
2 





Ever(Quist n A PAR ole? Cane wh Te ње БЕБА ||| 2 | " ^r а worn 
EVEREST on a console: rans would Say ILS пке losing a worn 


patchwork gauntlet and 1 finding some fine padded leggings 


et a couple of centunes betore the main EverQuest, 
Champions Of Norrath cordially beseeches you to safequard 
tinm future oft the кї inadom 858 VOLL егег herr i p reler ably TERT with 


а папа о! fnends in tow. Your adventure interlocks an epic series ‹ 


желі ӘСІ Towerns, mend ама pumps а | кіта ЕШ 
atterung | goblins with repetitive wallops as yo Each k 
en | our character's strengths, and you can also bu 
cBss-Spaecilk ү ers DY sopendina points on a simple SHIIS tree 
Weapons and pieces of annour have slots into which sparkling 
stone shards and gruesome enemy leftovers can be plugged, each of 


which will add a specific character enhancement. However, any cold 
resistance or endurance boosts YOU SOT If) are пот recoverapie 

need to make sure you don't waste them on 
&quiprnent you ll soon be replacing 


There's planty of flaxibi ity tor aaaing 





players ta your Singleplayer quest, or 

sipnoning off ler to take into online 

ES : S CEU) E When one of your party dies, you may be 
жайланды, у. the frustrations of the faced with a lengthy trudge back to the last 

nens а eased before release. and late checkpoint to respawn them. Morale can 

stages of the game д ^re be kept up via USB headset chitchat 





Despite the gloomy caves, much of the game 
8 is gleamingly beautiful. Sadly, the overhead 
between compulsive and compelling Ё = camera rarely lets you appreciate it 


fine-tuning that makes the differance 





Planning your holidays? NovaLogic recommends Indonesia as the 
perfect place for you and 63 of your friends to let off some steam 


Levels can cover up to 64 square miles, so the 
inclusion of planes, boats and helicopters is 
а practical rather than indulgent decision 





mining its profitable seams more aggre 





online or LAN bales in mind. Huge hovercraft invite you to load up 
several tanks and throb upstream mob-handed, rickety Indonesian 
barges look naked without a dozen аптеу comrades training nervous 


rifles on the пуег bank. The engine is a 
polished version of that which powered 
Comanche 4 and Delta Force: Black Hawk 
Down, and as a consequence hancdies all the 
helicopters and planes happily. 

Novalogic is wel aware of Ватепе 5 
aominance, but hopes that vast scale and 
areful balancing will let it fight on equal 
terms. Not that we'd stoop to the obvious 
копу that the scramble to control the 

Wargame Market is turing inta 
something of a war in its own right. 








ean unleashes his most ambitious baize-based 


айтқан to date - and it's happening down on the beach 


appear as the дате ultimate boss. Instea 


Pool Paradise's sheer compranensiveness to lure the punters in. 
Forget the fact that the game is set on a desert island with tons of 
processing power wasted on animating butterflies and shadows. The 


real business here takes olace on the baize, уу 


Shaped tables encourage trick shots, and you can even play on ice so 
the balls skid instead of roll. There's darts, a coconut shy. Dropzon 


Whatever the extras, a pool game will 
stand or fall by the ability of its physics to 
convince. Pool Paradise is pretty thorough 
here, and by-doing the maths you can put the 
Dall where you want. However, it will be the 
ability of the game to translate the fee! of pool 
that will determine if you should spend your 
coins here, or upstairs in the Dog and Duck. 

In addition to Pool Paradise, Maclean is 
working on à new game that he promises 
doesn't involve pool. or snooker, Or even 
billiards. More news soon. 


Odd 


nooker and pool games aren't usually the kind of thing to 
| have seasoned gamers drooling, but when Archer Maclean's 
Ls larnoush meticulous Awesome team are involved. it's usually 
vorth chalking your name on the board. This is Awesomes first game 
lor years without Jimmy White's direct endorsement, although he does 
, the developer is relying on 


vit) ten rule types offered 


г 





ar has always been good business, but videogames are 
sively than aver 
before, as this month's Prescreen selections show. J 
Operators bucks the trend of its competitors by setting this conflict in 
the near future, when the troubles in Indonesia boil over, 

Although singleplayer missions are included, this is devised primarily 
as a multiplayer rmnatch-up. The usual range of character classes is 
available – medic, engineer, heavy gunner, etc — an 
will be supported. Vehicle sets are designed with the scale of pitched 


а teams of up to 32 






Surely the last thing you'd be doing on paradise 
island is racking up? But at least the palm trees 
and sand make for a more relaxed setting than 
the usual sticky carpets and torn wallpaper 





Format: РС 
Publisher: Моуаюдк 
[зау лиг in-house 

Origin: ШЕ 
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NovaLogic is hoping for some strong mod 
community support, and is concentrating on 
making every aspect of the game accessible 
to map builders rather than trying to produce 
a totally exhaustive selection of its own 


Format: PC, P22, GC, Xbos 
Fubnisher: lgnitior 
Deveoper: Awesome 

Е Origin: Ub 
"glease: Marct 


The oddly shaped tables are designed to test 
your knowledge of the angles - and to show 
aff Awesome's impeccable ball physics 


Format РО 

Publisher: Codemasters 
Developer: Best Way 
(rain: Ukraine 

Release Summer 2004 





Codemasters expands its World War Two ambitions with a title that 
has more in common with Cannon Fodder than Commandos 


| here now for World War Two strategy’? While developers such 

as 1C go about creating an ultra-realistic battlefield for 

„н Command: Battle For Europe 1939-7945, their 
label-mate Best Way is attacking the middie ground, building a 
wargame that has more in common with the arcade action of yesteryear 
than modem titles. Chief among the retro stylings is à unique control 
system that allows for extravagant player experimentation. Characters 
and vehicles can be directed using а mouse Interface or controlled 
through the cursor keys in a Micro Machines homage. 

The intersection between these two styles forms the central 

















mechanic. In a scenario we saw, where two tank brigades faced off, the 
player's platoon was ordered to take on the enemy directly while a 
single tank flanked the target. While the 
vehicies under AI control were able to pin 
Gown tha enemy, the lone tank was able to 
attack the rear, decimating ihe opposition. 
The battlefield will encourage exploration 
and experimentation, as Codemasters 15 
aiming for scenarios in which every object will 
















Chief among the vehicles demonstrated by 
Codemasters were the aircraft. Although 
they're limited to flying less than 30 feet 
above the ground, they prove a genuine draw 


play a role. Haystacks, for instance, can hide and can be a twitchy thrill to manoeuvre 
a soldier or be blown apart, causing a 


diversion. Soldiers has every chance of 





When taking control of a character or vehicle, 
fire is directed using sweeps of the mouse, 
while fine movement is left to the cursor keys crowded genre. 


becoming a standout title ina 


Format: PG 

Publisher Codemasters 
Developer K-D Labs 

| | Origin Russia 
Release: Spring 2004 





Jr ^ i ‚=, 
гены ЛТ E132 


Шы Beans promise a unique take on strategy, where the landscape 


ys as much of a role in the proceedings as the troops and bases 


he soundbite for Penmeter is "Real Terratorming Strategy. 


cute enough phrase, but it doesn't actually explain the 
ГІР fundamentals of this Russian-developed RTS. 


так 

After a brief demonstration from Codemasters, we came away 
ntomned, but nervous. The key to the game lies not in its unique and 
deformable terrain, ih In units hat c etorm into drops of nanotech- 
napred goo and can reform at will, T-1000 style. 


a 


This opens up some unique tactical opportunities. With three types 
of basic unit available, each with tive technologies, the possibilities for 
combination and recombination are almost endless. Already, 
Codemasters talks of tuming a platoon of tanks into an enormous 
worn and using it to burrow under your opponent's shield, splitting 

pack into ts constituent segments as it 
emerges. Normally impenetrable, the shield 
requires enormous amounts of power = and 
that comes fram claiming temtory, levelling it 
out using an army of drones and building a 


| The landscapes of Perimeter аге occasionally 
power conduit on the new space. 


hostile, with a series of indigenaus life forms 
that will attack either player. You could even 
meet Gaia herself, the face of the planet 


The problem is one of complexity. There's 
no doubting K-D Labs' ambition, but with so 
many combinations of units available, along 
with the further complications of terraforrming, 





The titular defensive shield in action. While no 
weapon can penetrate the barrier, it requires 
enormous amounts of energy to run 


it may find n all these vanables 
an impossible task. 


046 





| rescreen / | lonas This month's announcements and updates... 


Iris No Atelier Eternal Mana Michigan 


Formal PtayStation2 Format: PlayStation2 
қ i Punisher: Spike 


(iz 


The sixth in the colourful Atelier series brings 
together the hallmark vibrancy, elemental mana 
creatures which can be trained to explore or 
fight, and a time-based battle system 


The creator of Killer 7 sends you, oddly, to 
Chicago as a TV reporter on the trail of some 
odd goings-on, equipped only with a video 
camera and a choice of busty assistants 


ZOIDS Infinity The Nightmare Before Christmas 


Format: Arcade - t PlayStation? 
Publisher Тайпа F sher. Capcom 
Developer, In-house Jeo in-house 





This arcade title will feature Virtual On-style 
twin-stick control, and the chance to save your 
customised robot onto an ID card which can 
then be traded or used over the NESYS network 


It may be ten years since Tim Burton's spooky 

Christmas classic first hit the cinema screen, but 
Capcom's intriguing interpretation appears to be 
a cut above most shoddy movie-licensed games 


Co 





Red Dead Revolver 


Format: PlayStation2, Xbox 


Pupssner: Rockstar 
Sevelooer, Angel Studios 


Left for dead by Capcom more than a year ago, 
Rockstar has revived this Spaghetti Western 
tribute and hopes to fashion it into the definitive 
console cowboy shooter. Saddle up, y'all 


Onimusha 3 


Format. PlayStationa 
Publisher Capcom 
Developer: in-house 


The third iteration of Capcom's strong samurai 
slasher series ups the visual ante by relocating 
to a present-day Paris overrun by giant robots 
and Jean Reno. Robot's COI is typically cool 









Remnants of the old SNK team are at work on 
an Atomiswave fighter, featuring 2D 'multi- 
jointed sprites' against a background of 3D 
environments and spectacular lighting effects 


Powerdrome 


Farat PlayStation2, xbox 
Fb sher] Evolved Games 
Develooer: Argonaut 





Argonaut's Powerdrome will become the second 
game published by new British company 
Evolved Games, after it rescues Malice from 
limbo in March. Online racing should be key 
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drowned out her 
again. Four white 


about to speak again, but then 


ж а “ ntroduction 








ce up the playtield. S 








'"Furrer method,” he replies, and continues to watch, tap. а 











ке a тата” plot coming in to land. Like a racine anver on nis 
fastest lap. Like a speed-wrecked surgeon before tne first 4 


ит, 
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1, Just his rise up the 
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shellShock: Мат "67 
пе OCK. ма 

The maker of Killzone takes on the Vietnam war with a unique selling point 
and an interesting line in morality. The result is going to be atrocious... 


he wargame market has 

never been so crowded, and 

developers nave to work 
harder and harder to distinguish 





themselves from ther competitors. 
Cauemila nas a stark claim to fame: 
Shellhock's selling point = and the 
developer isn't coy about calling it that 
-із what it tenns ‘the atrocities.’ Tired 
of games that depicted war as a clean 
and heroic affair, it fett that a мете 
game was the perfect opportunity *to 
show what war is really like." The 


5 


result is а traditional wargame - 
thirdperson, mission based = which is 
untraditionally uptront about the 
tortures and executions that 


characterised the Vietnam war as one 





of the dirtiest of modem times. The — " : = 


painting Guerilla has commissioned of When a bullet hits a body, it triggers a process Guerilla calls ‘chunking’, which does exactly 
а cruciied Gl serves as a manifesto тог what it sounds like ~ governing which bits fall bloodied to the grass and which stay attached 
C m Vins СЕЗ cl (ТЖ Bas? HOM 


n r ШРІ - А ri س‎ 
its intentions with the aame. 


Its an impossible mantesto, of own shattered hand. Nevertheless, it's 
course, morally, тедайу and technically a proposal that 5 both commercially 
it M and won t. allow the player іс savvy and oddly morally responsible. 
Kill and maim children, despite the By trying to more accurately refiect the 
evidence of their role as combatants evel of violent damage done by а 


during the conflict. And what atrocities group of men to another group of 


do feature will, on the whole, be men, Са кта is (вам itself in a less 


soamethir 19 vou wftness raine than ростию posmon than other 

і = о ај — Ó RON, ы dot ose | 
perpetrate. Nor will it beable to depict wargames which condemn the 
the mundane cruelties of war: the үсіелсе of war in опе press release 
Sickn Dmm tha Fou к^ Tee mm ro rnt түгілі Fun oO mma mute bu, 1 HZ 
sickness, the root rot, the hours spent ШАЛ LH ek ext UE DIOS Uy үс 


cramped in a looded trench walê nima made from ‹ epictina it in another. 
a friend bleed to death. And even if it Instead, Shellshock's developer is 
did set out to integrate these enemis at pains to stay morally néutral on the 
of mm gameplay into the mix, it's subject of the Vietnam war, and of war 
unlikely that current technology could in general, Consequently, los is ПО 
present them with the visceral Hollywood-style poetic justice to 
immediacy they demand. Videogames balance the storyline. IF one of your 
haven't found – yet -a way to ‘do’ fellow soldiers executes a couple of 
brain gobbets landing on your boot or Innocent villagers for idle sport in 
the sickening gleam of bone in your mission three, you won't see him 
coated in a layer of Inendly-fire napalm 
in mission 11. Things happen, and 
Format: PlayStation2 then other things happen, and there is 


Pini Vibe гю moral merry-go-round making sure 


Developer Guerrilla pee ee A 
плана everyone gets what's coming to them. 
It's а bold decision, and should 


considerably amplify the player's own 


Опат: The Nethertands 
Relexse: Summer 2004 





Interview: Martin de Ronde 
Commercial director, Guerrilla 


The positioning of ShellShock is a very savvy 
proposal. 15 this a market-driven game, or a 
creatively driven game? 

We don't want Guerrilla to be - and no disrespect to the 
company - another Looking Glass. They were responsible for some of the best 
games ever made creatively, but then they sold a grand total of 48 units or 
something. Our business model has always been to marry creativity within the team 
with a solid commercial proposal. If someone would come to us, from within the 
team, and say: ‘We want to do a game about jungle warfare, and set it in Africa,’ we 
might say: Well, what about Vietnam?’ because everybody's doing World War Two 
games, and Vietnam might be the next logical step. And that's actually not very far 
from how the ShellShock project actually progressed. 





There's a huge preponderance of wargames at the moment. Do you feel 
you're contributing to a narrowing of the game market? 
Weil, OK, Martin with his ‘| run a company with 75 employees’ hat on would say that 
we need to marry creative and commercial decisions, where the commercial 
decisions are always the most important. But Martin the gamer will always say: 

| ‘Every year | see less and less innovation in the industry in terms of game 

| mechanics and completely new game genres.’ | still see evolution within existing 
genres and | see a rise in production values, but commercial pressures are there 
and we cannot escape them. The only way out of it is to go through this phase of 
extending the market even further. I'm using the movie analogy again, but why аге 
we able to have arthouse movies? It's because the market is able to sustain 

| production costs with demand. We talk about being massmarket, but we're not 
massmarket. Far from it. Major games sell only four to five million units. My mum, 
she knows ‘Titanic’ and 'Shrek' because she sees them in the newspapers. If you 
asked her about GTA she wouldn't even have heard of it, even though it's the 
biggest selling title of all time, or the last decade or whatever. So we're far from 
massmarket. We need to extend the market, and then we'll һауе an audience – 
because ten per cent of the market by then will ре four to five times as great, and 
they will buy {со and Нег? and it will be sustainable. 


You talked in issue 127 about developers hiding creative innovations within 
traditional game structures. What are ShellShock's Trojan horses? 

This is a far more straightforward game. You won't see a Tetris mini-game between 
levels. There's no Trojan horses in ShellShock, because there was no need. No one 
came up with anything that was truly groundbreaking, and we looked at it and said: 
‘This is never going to sell, so we need to disguise it as something else.’ Most of the 
ideas were very straightforward, and we just innovated a little bit. 


Doesn't balancing the contradictory needs of authenticity and gameplay lead 
to inconsistencies in the game world? 

If it’s really authentic, but it plays like shit, then it goes out. That's the first rule. If we 
had 50 authentic features that we needed to go into the game and if it turns out that 
25 of those features can be left authentic, but 25 have to be changed for gameplay, 
then clearly we ve made a mistake in choosing the theme. In this case it's only been 
an occasional ime when we've needed to make that call. 


You're trying to stay morally neutral on the war. Is that possible when you're 
effectively editing out some of the worst US atrocities? 

We didn't want ta say that war is good or war is bad, There are some games who 
make a stand in their marketing, saying that war is bad, but they still make a game 
aut of it. We're not taking a stand for either side, US or Vietnamese, and doing the 
nypacritical thing of saying war is bad and then still making an entertainment 
propery out of it. Any creation is always a subjective process, there's always 
somebody making decisions about what to show and not to show, but we've tried 
to remain as neutral as we can be. 


Many films legitimise their portrayal of war violence by claiming a wider 
message. Is that a claim you'd ever make for ShellShock? 

Га say that if we say ShellShock has a message... well, we haven't put one in 
there, so we d be lying. This is a conscious decision to distinguish ourselves from 
other wargames, and we feel that war as a subject matter had not been treated in 
its entirety by other wargames. We have a different take and we hope that this will 
intrigue people into playing our game. We've not set out to say: ‘We should show 
the world that there's more to this war than they realise. The moment we start 
doing that, we're making it hard for ourselves. We're just trying to make a damn 
fine videogame. 
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тога engagement with the story. 

Against this backdrop of authentic 
atmosphere and morally moderated 
realism, Guerrilla intends to have vou 
play out one man's joumey through a 
year of Vietnam combat. There is no 
winning and losing in Shellhock; you 
won t play the nero's role in a pivotal 
battle that will change the Tate of the 
war, Instead, your goal is simply to 
survive your tour of duty. 

The game makes no assumptions 
about whether you're a gung-ho pra- 
American glad for the chance to do 
your virtual bit or a curious раста! 
willing to see what happens to a man 
forced inta an impossible position, but 
as your character becomes more 


experienced in the brutalities of jungle 


aggressively revolutionary. Moving with 


опе stick, looking with the other, 


cycling weapons on the D-pad and 
curving grenades over the enemy's 
something you're unlikely not 
o have experienced betore. 


heads is s 


There was only one level availanie 
for us to try, and aithough randomised 
respawning points shook things up an 
each playthrough, the mission 
followed conventional patterns as your 
fellow soldiers hung back until you'd 
completed key mission objectives. It's 

clear Guerrilla has no intention of 
ahenating potential customers by 
aggressively 
leftfield. Combat, however, is ners- 
wracking and intimidating, as the thick 
foliage can make it hard to be sure Т 


trying anything too 


“The game makes no assumptions about whether you're a 
gung-ho pro-American or a curious pacifist willing to see 
what happens to a man forced into an impossible position" 


warfare, he evolves from a rough-and- 
ready squaddie to a highly trained 
special ops agent. It's a clever 


concept that allows Guemlla to build a 


strona and responsive character into 
the heart of their game, while 
providing a rationale for a range of 
nission types as the game turns its 


attention from full-scale ground 


solo assassination 


assauits to 
attempts. However, it's also a decision 
that pits it 
Honor: Расте Assault's carefully 
planned story arc. 

in the light of all this thematic 
nnovation, Guerrilla is happy te adrrit 


that Shall'shock s gameplay won't be 


wn to head with Mega! OF 


the way ahead is ciear or clogged 
with aooks. Which raises another 
question = will SheliShock be as 
comfortable with racial epithets as it 
5 with obscenities? 

Your squadmates can be hit, but 
they're reassuringry (and a litte 
un-authentically) resistant to friendly 
fire, and a colour-changing reticule 
makes it easier to distinguish friend 
from ісе than the clinging jungle mud 
would normally allow. 

For the battles to be tense and 
&, the Al for both the VC 


opponents and your squad needs to 


ипрге сар 


be cunning and responsive. Game 
director Dave Bowry 15 realistic: “We 





Clockwise from top left: Martin de Ronde, commercial director; Guerrilla's seven-storey 
canal-side home; the desk of Guerrilla's artist-in-residence; Dave Bowry, game director 
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display were persuasive, as VC troops 
identified and pursued opponents they 
almpsed in their peripheral vision, and 
doggedly tried to locate the source of 
а distantly heard gunshot 

The question remains, however, of 
how intelligijle the Al's responses will 
be in the chaotic confusion of a jungie 
battle. However cleverly programmed, 
in Al's behaviour can feel stupid and 
bizarre to the player if ће has no clear 


Idea what it nas Dee 
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DESE ANON Mal Ways the same 
and ms when one ioummallst asks 


about the multiplayer and the next 
about the online. Usually its ТУМЕН 
by a flurry of gushing positivity and 


ambitious promises, At Guerrilla it was 
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ther efonts in the main game Dy trying 


to re-invent the online whee 
Instead, efforts are being focused 

on the elaborate word of your base 

camp. This is ihe place where the 


te 


1967 setting will be felt most strongly. 


Throughout the game you'll be able to call in supporting fire. Mortar strikes can be set 
up quickly and flexibly, Napalm attacks are more focused, but may take longer to arrive 


Acting às a conventional hub for 


mission briefings and other game 


admin tasks, its also where you'll get single glimpse of the camp, but its 


to spend some downtime. As well as thinking on it is already In quite an 


the potential for same mini-game advanced phase: it's had to be 


amusement, your activities here will scaled back so К doesnt “turn into 


also impact on the main game. Sell on some KING ОТ enormous Ра! 


ы "нгі на ~ ~ "ӨТҮ, Ap аг L م‎ қ 
gear you ve DUNG ОП your missions Fantasy thine 


and you'll be able to buy illegal II adds up to one of the most 
Weaponry that wil widen your unusual cocktails of the conservative, 
offensive possibilibes on your next the challenging and the imaginative 
outing. it's not clear if that gear w ме ve had the chance to examine 
поиде authentic Vietnam trophies From what Guerrilla has chosen to 
ики as ear пескасеб show SO Таг, there is simpry no way t 
Whatever yOu Get up то, п wil De де п the gameplay will &atisty and п 
to the accompaniment of licensed the tone мл! be shockingly стаза Or 
Sonas of the era, contrasting with the nvigoratingly honest. Perhaps the 
austere silence of the jungle, in spies! way to sum up Shaell&hock s 


genna wiih the rest or the дате 5 potential 15 to extend 16 you producer 
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Chris Valley 5 promise: "Its а war 


Although your squadmates will muck in in 
battle, it will be down to you to capture 
essential weapons and set vital charges 


of drinking, swearing and smoking. game where you'll never, ever 


teal like Chuck Norris.” 
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Guerrilla wasn't parting with а 








In July 2003, Jeremy Heath-Smith was 
hung out to dry by Eidos following the 
fiasco that was Tomb Raider: The Angel 
Of Darkness. Now, along with his 


brother and former Core cohort Adnan, 


he’s ploughed his personal fortune into 


anew development startup called 
Circle Studio. Foolish, or fearless? 
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embarrassment about how mëch made out of Tomb Raider.” Jeremy booms 
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Circle circumvented this problem 





money I’ve made out of Tomb 


g its entire workforce from Сога 
3 


Raider. The amounts are well 





publicised. If my picture is in the 


papers, well, that’s fantastic.” 
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Brothers gonna work it out 
Who says game development isn't a family business any more? Here are 
the other Britsoft brothers proving that blood is thicker than binary code: 
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BMX Simulator, Micro Machines and 

: я Р me fll й = | Г 
Many otners followed Ric charg and L'avic 


are now creative director and CEO of 


The Stamper Brothers 

More veteran Brit coders, Chris and Tim 
Stamper were one of the most revered 
Spectrum programming tearns 85 
Ultimate: Play The Game. They formed 
Hare іп 1985 and hit real paydirt when 
signed up by Nintendo to produce 
Donkey Kong Country, GoldenEye and 
others. Recently lured Microsoft Into 
shipping them another fortune 


The Carter Brothers 

Acolytes of Peter Molyneux, Пепе and 
Simon Garter emerged on the scene 
recently at the head of thelr own Lionhead 
satellite studio Big Blue Box, responsible 
for much-anticipated epic APG, Fable 


The Kingsley Brothers 
Cnris and Jason founded Rebellion in the 
basement of their student паї in the ear! 
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The Houser Brothers 


Graduating from what was once BMG 'appen. "Yes, but Eidos were resigned to it, 
Interactive, Sam and Dan Houser were 
viewed as videogame industry chancers 
ahar | they hooked up with well 
connected Terry ison ål Terence! Donovan 
and relocated to New York to forn 
Rockstar Games. Luckily, they took with 
them a little cracker of a series called 


Grand Theft Auto, and the rest is history, sure, there are guys there who we 


employed and worked with for ten years," 
The Oliver Twins сауа Adrian, "Ума stil see them around Dert 





Again proving that the brothers who 


ы was ап еглоџоћта' process 


program dames d er stay together 


Arguably outdoing even the Darlings in Jeremy is circumspect: "Core Design is 
the geek stakes, Philip and Andrew now floundering around wet handful of 
produced а ton of games fo 1 
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Grand Prix Simulator and Dizzy. Now anc | eadersng Sad. пе 
they churn out licensed products such as i | exactly radial if Then 
і йо and Stitch and The Митту Hetum: қ | — * Fa pierre 
with similar abandon as the owners of | | шы. 
Blitz Games - i 
The Collyer Brothers ther projects 
Paul and Oliver are the founders of Sports À 
Interactive, the company responsible for ; A и тегә Ор 5 
the hugely successful Championship l bout Circie s ability 1 
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simple, understandable апа 


popular concept executed well. 
We're very confident we сап make 
games that will bring in a 


profit on our investment.” 
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The next | 
generation 


3 Once thought of as kids’ 
toys, the next consoles 
will rank among the most 
complex computers ever 
built. Edge looks at how 
their power will be used 


ver the past 15 years, game consoles 
О have evolved from cheap collections of 

off-the-shelf parts to custom-designed 
boxes whose development is driving a large 
segment of the semiconductor industry. It's 
astounding how much time, money and effort 
mankind will spend being entertained. Indeed, 
the rumour mill surrounding the constituent 
components of the new wave of consoles is 
such that it's become а game in-and-of itself. 

With water-tight NDAs signed, we're not in a 

position to share any more knowledge than 
anyone else with a relationship to the major 
hardware players. What can be revealed, 





А А : » project this concept art is from, but it's presented 
Ра Y реге 9 { using effects and а level of detail expected іп 
- Р a a realtime gaming environment generated on 


next-generation console hardware. Post-scene 
processing gives the image its distinctive look. 

In terms of what it's creating right now, Climax's 
prototypes on monster PCs are "directly relevant 
to Xbox 2", and it will only need to rewrite back- 
end layers to get content up and running on PS3. 
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Tripie-X-box 


Although yet to be officially confirmed, the 
news that Microsoft's next console is going 
to use IBM's PowerPC chips wasn't 
unexpected. A technology agreement 
between the company and IBM had 
cryptically spoken of agreement tà license 
leading-edge semiconductor processor 
technology for future Xbox products. What 
has caused a buzz of excitement though, 
are reports that it wil! be using three 


Further reports claim these will be three 
custom-designed variants of IBM's 
PowerPC 976 chip. This 64bit processor is 
based on IBM's POWERS architecture, 
which has a dual processor core. Each 
processor Can also run two virtual 
processors, potentially giving Microsoft's 
next console the scope to run code on 12 
processors, іп addition, the POWERS is 


however, is how recent developments m the differing 
technological areas that feed t 
change the face of gaming 


e console market will 


А new sensation 

n hindsight. PlayStation? marked the transition, Up to that 
pont, consoles had been a subset of the wider PC industry 
Bolting together standard components had been enougn and 
sottware sold hardware – the hardware itself was Irelevant, or 


=i Ф. Р TT. г, нң Die, а F) TT- © my _" 
j the conventional wisdom. PlaySstation?, with is hign- 
- \ = 


апо imer electronic sheen and hyped Emotion Engine, 
Guwent th way. Co-opting PC-style architecture just апл 
hack it any more. From that pont on, game consoles became 


the driving force “ar chip вене — something it's taken 
Microsoft four years to understand 

Yet Microsoft's decision ta ditch Хрох5 Wintel legacy 
shouldn't have been much of a surpnse. There are many 
е diverged from the Intel and AMD 
мау of doing things "o: primary reason is the general: 
to perform а large 


reasons Why consoles n 


purpose natura of the PC. It's designed 


High-resolution textures add 
obvious realism to scenes, 
but depth-of-field effects, 
applied to simulate camea 
focal lengths, bring more 
subtle graphical advances. 
With new hardware promising 
collosal geometry-handling 
power, developers will soon 
be able to shift away from 
obsessions like poly counts 


what is Known as simultaneously multi- 
threaded, also called HyperThreaded. This 
means each processor can run more than 
one program at once, hopefully ensuring ай 
the chips are kept as busy as possible. The 
downside is that this relies on developers 
writing their games specifically to take 
advantage of the hardware configuration - 
something PC developers are still getting to 
grips with for Intel's Hyper Threaded 
PowerPC processors working in parallel. Pentium 4 processors. 

Whichever way Microsoft and IBM 
intend to configure the processors, 
however, this architecture will enable 
developers to take full advantage of CPU- 
intensive calculations such as physics, unknawn, with many chip companies still 
audia and Al, without worrying about 
causing bottlenecks to the rendering. It's 
claimed that the other main component in 
the next Xbox will be the R500-class 


araphics chip from ATI, which is designed to 
De able to run anti-aliased games at High 
Definition TV resolution. 

The other main area of discussion is the 
manutactunng process IBM will use for the 
chip, claimed іс be а 65nm fab lina. This is 
important, because at present 130nm- 
fabbed POWERS chips rated at around 
2GHz consume over OW, which would 
cause problems in terms of the size of 
power supply and the amount of heat 
dissipated, Reducing the die size should 
reduce both 

The downside is that волт 
manulactunng remains something of an 


struggling to deal with the 9Gnm process 
Any problems with the 65nm technology 
could be disastrous for the smooth launch 
of a multi-chip console 


number of varied instructions on a small and static dataset, 
such as a Word document. For this reason the overall 
performance of a PC is generally defined by its CPU clock 
speed – a measure of the number of Instructions it can 
handle per second. The higher the clock speed, the faster the 
PC can crunch through its tasks, which is the reason 

companies like Intel place such importance on the continuing 
nse of processor velocity 

Yet as the CPU nas increased the amount of information it 

can process per second, tha memory and data-transter 
subsystems that feed it this information have faled 10 keep 
up. This increasing level of inefficiency has, in tum, forced 
chip designers to come up with more ingenious ways of 
speeding up the flow of data. 

Typical examples af this include the supply of more fast 
on-chip cache memory, additional slower general RAM or 
specific co-processing units, but this only adds to tne general 
complexity and cost of such processors. 

In contrast, game consoles eum the exact кааз 
nt of static data. they 
datasets 
consisting of textures and models, but these are so arge it's 


nstead of processing a small amou 
apply highly repetitive Instructions to huge dynam 


meceni tà try to store them in a cache. Instead, they are 
delivered to the CPU ма relatively small amounts of memory 
and very wide buses as they are needed. Happily, this 


philosophy also works in terms of price, as memory cost is 





Sony's GScube offered the power of ten PlayStation2 consoles 
by simply bolting 16 of them together, illustrating the issues 
inherent with massively parallel system architecture 





limited while the high-bandwidth circuitry is а one-off design 
cost (hat can be offset by large-scale production, An 

approach labelled ‘Compute, Don't Stora’ by some, it's one 
of the fundamental reasons behind the divergence of game 


es and general PC architecture 





Parallel lines 

The first hint the next generation of game consoles would 
take this cias. to its logical limits and use multiple CPU: 
came with Sony's expenmental GScube. This collection of 16 
sets of Emotion Engines and Graphics Synthesisers was 
designed as a prototype to handie animated movie data in 
reaime: Powerful as it was, it also demonstrated some of t^ 
issues involved with massively parallel systems. Despite 
physically consisting of 16 PlayStation2s, it ‘only’ had the 
power of tan, This inefficiency was a result of the overhead 
required to loac-balance the system, ensuring all processors 
are always being fed data. 

Although nothing ever came о! the project, it wasn't à 
failure, "GScube was a first attempt tor Sony," claims one СС 
specialist. "Like many Japanese companies, Il tnes somethin 
and then deconstructs it to learn aboul what works and wha 
doesn't. All the information gets ted back into the system 10 
be used next tima." 

One advantage of such architecture is (па! ts extremely 

cost-effective for the performance offered. For one thing, the 
chips are much less complex than а single equivalent would 
be. They also offer reduced thermal and power réequirernents 
which give а manufacturer more options in terms of a 
consoles form factor, 

The biggest implication of this, at least for SS wi 
be how easy it is to harness the potential, Massively parallel 
computing has always been 
development tools, and with most developers taking ires 


plagued by a lack of ood 


years even to cet familiar with PlayStationa s brace of vector 
units, Има must be a real worry 

The good news, though, is that such architecture мл! 
provide those who can handie it with an enormous 
opportunity to redefine what videogaming is all about. 
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evel abstraction layer that will eventually plua into platform-spe 
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switching over ta more complex techniques. Labelled under tha 





catch-all term 'higher-arder surfaces 


eir objects using curves rather the 


', they require artists to create 


n polygonal blocks. Climax has 
already shipped titles using some of these techniques, notably Bazi 


patches, which are the easiest higher-order surfaces to get to grips 


with. The power of next-generation hardware will require complete 


ersion to the cause, however 





code specialist. "If you want the body of a vehicle to nicely curve 
Down. you can start off with the exact curve and build up from there 
ather than trying to shape thousands of small poy goons 
The other ad tage of suDb-d = that ils ea 
to Scale the resolut a) tureproots the 
ork, alread arta} b If the new consoles are more 
powerrul than expected they can just scale up the meshes. IT lass 


We're looking at using Beziers = 


ind getting some ‹ 





powerful. they simply reduce the amount of sub-divisions 


an d menm Гү 






Work Gul аг 








of this appr 


ely slow processors but arranged (nem in paralel with 





11 








ai marh ла дығы ка | em Гы 
F TEXT GE he ПСЕЛ LA + 


they fulfil those assumptions 


3 ONCE апо Size, 


an have a major effect is the 








toc! "ue “тын = гї 
„ЫЕ LS c пой! 
" — = Se Е 
ire Ihi n - — 
Eur кылы ағысы піз 
ҚАТУ BENI селі Шш 
——— — 
d = 
i 
j t جج‎ 
boi = = Я ion 
al r wh 


provide alot of bandwidth 











Belore the developer comes the to vendor, Y, a programmer at a 





JS middleware company, has been working on next generation- 


onented technology far 18 months, "Its a big switch," ne reveals 





гоасћ is radically different to what has gone 
before, It's all about having stacks of available bandwidth and 


strearmng blocks of data very quickly.” This created а problem тог the 


hae ioOw-lavel app 


company in terms of compatibility with its existing tools. "We argued 


about И fora while, but In the end we had to bite the bullet and come 


" I 


Y explains. "I's just 100 


up with a claan-sheet implementation 
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Тһе tree stump pictured above 
shows the kind of detail 
possible with masses of 
additional memory available for 
textures in tha new consoles; 
Microsoft's next console is 
currently projected to offer 

256 megabytes of RAM. This 
urban image (left) displays 
Climax's multitexturing and 


post-processing technology 


Next generation graphics 


Despite the howls of anger this statement will provoke from musicians, Al specialists and physics 
fanatics, at the end of the day videogames are all about pretty visuals. From the days of blocky 
stickmen, through to 2D sprites and 3D wireframes, sight has been the primary sense by which certain 
games stood out from the competition. It's a factor the developers who are working on launch games 
for the next round of consoles can't afford to ignore. That's why so much research and development is 
going on into new rendenng techniques that will close the gap between the richness of blockbuster 
animated films such as ‘Finding Nemo’ and videogames. 
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Fitting in somewhere between polygon 
meshes and patches come sub-divisional 
surfaces. These smooth, algorithm-definad 
surfaces are easier to join together than 
patches. They share the same 
characteristics in terms of being able to 
subdivide (hence the name) allowing the 
resolution of modes to be greatly 
nceeased. The traditional modelling 
technology for animated movie production 
- the classic Catnull-Ciark scheme аз used 
in the groundbreaking short 'Gen's a. 
ала of course ‘Toy Story’ - is less easy 
handie in realtime. Also, because of the 
speed with which they scale, growing In 
steps of four, 16, 64, etc, they can suffer 
from lack of control. Many game 
developers use them for off-line modelling 
Dut they are likely to become important if 
rumours about next generation consoles 
being based around higher-orders and sub- 
divisional surfaces are proved correct. 
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Bezier curve 


A mathematically defined curve consisting 
of two endpoints and a curvature handie in 
2D. or a 3D surface defined by 16 control 
points, Beziers are one of the simplest 
higher-order technologies. Using the 
control points, additional points can be 
generated on the Bezier path, which can 
then be defined as vertices and used to 
tessellate with points at the surface edges. 
Using such techniques, it's possible 10 
generate models with different resolutions 
Ths, combined with the fact that such 
patches can бе easily rendered in realtime 
by JD hardware, explains why Beziers are 
already commonly used in game 
developmant. Difficulties arise, however 
when they are placed together to form 
larger areas, Care must be taken to avoid 
joint discontinuities, which cause gaps 

as the mesh resolution is changed. 
Special patches must be generated to 
Solve this problem 
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Small pieces of code, traditionally used by the movie industry to create complex graphical effects, 
shaders recently made the move to computer games. Shaders are known as pixel and vertex shaders, 
referring to the level at which they operate, Vertex shaders are often used for animation, while pixel 
shaders are generally used to create material and lighting effects. The most complete shading 
language is defined for Pixar's Renderman package, although this is limited to off-line batch- 
processing applications. Microsoft's High Level Shading Language :s the most commonly used game 
shader family. Contaned with the PC-based Directx8 API, it allows developers to write their realtime 
shaders in a C “үре language, a big step when compared to the previous assembly-style coding 
hence the term high level shading language. NVidia has a version called Со which handles the OpenGL 
АРІ, while ATI has HenderMonkey Current games consoles provide some shader functionality - Xbox 
allows four mulbpass shaders, PlayStatian2 only two, but the new wave of consoles will expand this 
technology considerably. enabling developers to create richer visual environments 
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пе of the most problematic visual effects for garm еріп of field. In optical terms, every lens can 
only keep а limited range of objects in sharp foc Js. everything eise will be blurred. Known as the deptn 
of heid, this range of focus is most clearly seen in films, whe ea of focus will move to build 
atmosphere or draw the audience's attention tà certain on-screen events, The same effect also occurs 
with the human eye, although our brain's signal processing dis 
| heid is generally ignored and everything in the game word remains in focus. An early attempt to use 





те context of games, depth 
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-дате market. Now, however, depth of пек! d can be relatively simply implemented with current 





1 per-pixel shader operations which amp amd lo а scene via each pixel s беріл 
је. ог 2 componen DIA motion blur effects can be calculated by applying additional blur to 








ary tesi gest question remains whether developers will find amy useful in-game 
dre d 
mages ng а game's де) ! field looks preti 1 tscene 
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create nuign-resolubon modes, the realime nature or game engines means artists 

n strict polygon budgets. One way of increasing the apparent complexity of à scene 
13 Ine amount of geometry s 10 CE Ine appearance ot surtace detai to паї textures 
Bump mapping was one early technique, closely followed by the ОБЗОР! tensive drispiacemeni 


pr 
er its implementation іп Doom Il, however, normal mapping has become the buzzword 









his technique w imd by baking the surface (ака formi data of a y high resolution 
model inta its textura. This can then бе applied to the lower resolution in-game model, which will react 
dynamically 10 amy scene ight ng elie the model appear more detailed but not increasing the 
required memory overhead signihnicanthy 





Images; | 1 | | 101! || Ig j O e Ne ГІ ante TO TTF A 
хита үу! М | | i ет-г@&с\ jel In-Game e е? OF il He 
i i ү - || Г 1 Ін 
І "| i | | ІҢ - СИ ТЕ ға 11 = Gyo tir | LH] | 
| М= умна f ina 1 || ІПЕН ЕЗІ 





һа ны а lo ooU o UAOUMLMLLAALOO OOOOO 780-89 


= и pear Leet ee еа 


dt ha -аәбізьңітаетеес wo Гаа oe mm 2) 








One of the last traditional CG techniques 
yet ta be implemented within games is 
soft shadowing. The restrictions of 
time processing Mean most games rely 
on hard shadows (also Known as stencil or 
volumetric shadows, where there is a 
discreet boundary change from а black 
pixel to а colour pixel), for atmosphere 
Such harsh lighting rarely occurs in nature 
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psi current Sghting techniques involve runtime operations, there are other ways of changing 
(а scena. With post-scene processing. you Operate on the final composed scene before it is 
the monitor or TV screen. This allows subtle ways of changing the look of the game in terms of 


brightness or colour saturation. Previously, such effects were difficult ta implement, and could only бе 
undertaken by dynamically changing all the textures in a level. Now, however, it is possible to simply 
fiddle with colour saturation and palette light fares and even graininess. In this respect, such a 
technique makes each frame of a computer game comparable tà a composited frame of a film, микс! 
are often re-graded ог re-taned by ther directors in order to promote a particular look or style. As with 
depth-of-Feld techniques, it will be up to thoughttul developers to discover ways to use шев feature 
n a manner (һа! wil! extend videogames as a medium. 
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Опе of the newest features in realtime lighting 15 the introduction of the high dynamic range. Up to ths 
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"stem, both a light bulb and the sun would be defined as the same intensty 


32bit definition, overcomes this by storing coiours as тока сито point values, meaning thé sun can be 


when in reality this is clearly nat the case. High dynamic range, which can be descr in either 16 or 


JU times brighter than a light bulb. It also allows developers to use other visual effects such as 
overtirightening (where pixel colours spill over into their neighbours) as well as bloom effects and iris 


response effects, which mode! the eves adeo ation ta high contrast lighting 
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Budget report 


Budget games were once hastily knocked-up 8bit titles 
or, more recently, re-issues of old PC titles, but a sudden 
resurgence has seen the phenomenon shift to PS2. 
Edge finds out why, and looks at today's examples 


udget software has always been 

a key factor in the growth of the 

videogames market, yet it has 
never been something the industry has 
been keen to promote. Too much cash, 
ego and prestige are bound up in high- 
profile titles. The fact remains that budget 
software is as important to consumers as 
top-tier games, and has proved to be a 
stepping stone for developers and 
publishers, too. For example, when two 
teenage brothers and their dad launched 
Gode Masters (as it was then known], in 
1988, the company made its reputation, 
and money, releasing new garnes at the 
ow-price end of the market. The same era 
also saw the nse of other publishers, such 
as Mastertronic and Firebird, who together 
with Code Masters dominated the charts, 
releasing games at £1.99. Of course, many 
of these were compilations and re-releases 
of already successful games, but the 
philosophy was that beloved by all retailers: 
pila ‘em high and sell "ет cheap. 


However, tis changed with the 
emergence of cartridge-based consoles 
from Sega and Nintendo іп the early 
1990s. Спали un to 235 for top games, 
their royalty system Ж Т allow publishers 
to release at budget prices. The new 
philasophy became 'protect your margins 
and. charge for perceived quality.’ 

А dozen or 50 vears on and, on first 
impressions. the situation doesn't seem 10 
have changed much. Codemasters 
remains, aithougn 15 Docoet strategy 
doesn't. Whether controlled overtly though 
the pricing structure of console 


manufacturers such as Sony, Microsoft. 


Nokia or Nintendo, or more subtly, as in the 


РС software market. at the top end the 
price of new dames remains a relatively 
inflexibie £30-40. 


Cheap as chips 

Somewhat hidden fram view, however, Ihe 
budget market has witnessed a shart 
resurgence. Partly this has been driven by 
the success of the budget PC game 
market, where labels such as Sold Out and 
ADIOS repackage and re-reiease old, or 
not so old, games. In a quirk of timing, 
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seek And Destroy 


Pyupisher. Play It. Developer Takara/Barnhouse 
Cig Japan РАР: £10 Value for money; 5/5 


Considering its rather militaristic cover 
artwork, Seek And Destroy is actually a real 
cracker. А sort of tank RPG, it pits the player 
as the hero of the tank resistance movement 
of the Proto Kingdom. invaded by the 
pseudo-Nazis of the Q-Stein Empire (and, 
yes, they do use properly modelled, if cutely 
styled, cartoon German WWII tanks.) Add 
beautifully realised cutscenes, blzarre bass 
levels and incredible attention to detail, 

and you have the ultimate budget game. 
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"To be successful we have to sell lots. 


The best way to do this is to ensure we 


even the Mastertronic name has been 
resurrected as slightly niche budget label 
for the re-release of PC games that nave 
scored over 80 per cent in РО Gamer . It 
demonstrates the commercial potential of 
the pie- em-hign philosophy. 

The fundamental reason for the sea 
change is Sony. When it announced new 
royalty rates allowing publishers to release 
Е20 budget games and even cheaper 
superbucddget games a year afler 
PlayStabon2's European launch. it quietly 
underkned the importance of budget. even 
lor the coolest games console in the wona 
since then, dozens of publishers have 
dapbied in PlayStation2's budget market, 
with around a hundred original titles бето 
released in the UK at 2715 or below. 

Successful PSone budget publisher 


Midas Interactive was one of the first 


companies to move to PlayStationz. To 





Space Invaders: Invasion Day 


Publisher. Sammy Deveioper- Tato 
Ong: Japan ARP: £15 маше ^or money. 1/5 


A hint to what you re going to get = in the 
title, as this is a reworking of the basic 
gameplay of Space Invaders mixed with а 
hint of Resident Evil. Your ground-based gun 
turret is now a thirdperson character that 
wipes out layers of bizarre green invaders 
with pistols, shotgun or assault rifle, It is 
not particularly exciting to play, but with 
polished cinematics as well as a co-op 
made and three playable characters, it 
could be worse. Well, a bit. 


Gate, it has released more than 20 games, 
ай pnced at £14.99. According to UK sales 
manager Sam Collins. Pla/Stationz 
робу was simply the next step "Our 
philosophy for all our budget ranges is 10 
offer the consumer great value for money 
and а wide choice of garnes. This is simply 
because in order to be successful at these 
iower retail prices we have to sell lots of 
units. The best way to do this is to ensure 
ме оме customers a reason for coming 
back to buy another Midas game." he 
explains. For this reason, Midas continually 
refreshes its catalogue. 

Considering the tight margins under 





Mobile Light Force 2 


Pubisnec XS Games Developer: Alfa Systems 
Опок Japan БЁР 713 Малда for money МБ 


Despite the buxom young ladies on the 
cover, Mobile Light Force 2 is that most 
Japanese of titles - a hardcore 2D arcade 
shoot ‘em up. The trick to this short game is 
replay value, with six available characters 
each with their own special attacks. The 
simple goal is callect as many of the coins 
that materialise when enemies are 
destroyed. Die, and all coins are lost, but 
the high score table is definitely the main 
focus of the thing. 


give customers a reason for coming back" 


which the business operates, the type of 
games released by budget publishers tend 
to have a genenc fee! to them, typically 
being either racing, tennis, оой, poo! or 
beat ет ups. Unlicensed products, they 
either sell out or are replaced on retailers 
shelves when the next racing/tennis/pool 
garne is released. But although you won't 
find many 40-hour thirdperson adventures 
or RPGs, don't be fooled into thinking such 
games are essentially throwaway products, 
Midas’ Internationa’ Cue Club has been 
firmiy locked inta the too 40 for most of the 
year, selling over 139,000 units in the UK 
alone. Such games are bread and butter 





Super Farm 


Әди: ignition Deveooer Asobo 
(igri: France RRP 220 Value for money: 3/5 


Developed from the ashes of Frencn 
publisher Kalisto's demise, Asobo's Super 
Farm is quite frarkly bizarre, even for the 
standards of budget titles. А puzzle-type 
melee combat game, this incredibly weird 
title takes the mechanics of the classic 
paper, scissors, stone and stretches them 
to breaking point. Tnere are lots of different 
game modes and many hours of gameplay 
here, but it's difficult to see how it ever got 
made in the first place, 
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Underworld: The Eternal War 


Publisher: Play tt Develooer Lucky Chicken 
Games Опди US ARP) £10 value for money: 3/5 


Based on the movie of the same name, 
Underworld lets you play as either a vampire 
or werewolf character, In a neat twist of the 
game's design, this means each map can be 
played from opposing viewpoints. While the 
3D camera is restnctive and it seems much 
easier to play as a werewolf than a vampire, 
the good buddy Al. an RPG-lite attribute 
upgrade system and plenty of weapon types 
to get to grips with make Undenvord a fun 
playing experience 
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Air Ranger Rescue Helicopter 


Publisher Midas Developer: Ask Garden 
рт: Japan ПАР £15 Value tor money: 3/5 


Helicopter sims that dan t involve missiles 


aren't most gamers idea of a good time. but 


while Air Hanger Rescue Helicopter suffers 
from the usual steep learning curve, its 
certainly absorbing. Be prepared to learn 
though, as seemingly interminable tutonals 
and lesson modes need to be mastered 
before you can hope to successfully rescue 
members of the public from a sticky end 
trapped in sinking ships, runaway trains and 
burning tower DOCKS, 





Gadget Racers 


Publisher Zoo Digital Developer: Takara 
Origin: Japan RRP: £20 Value іс” money! 3/8 





Mixing racing and RPG elements, Gadget 
Racers is another example of a polished and 
fun game trom lakara. Cutesy cars wander 
round a hub-based world, doing tasks for 
the inhabitants while slowly collecting the 
money and flags needed to go racing. 
Winning races then provides parts 10 
Customise vehicles with jet engines, 
floatation aids and other bits and pieces 
which allow access to new areas of the 
тар, You can even play car football, 








Robot Warlords 


Publisher: Midas. Пемесрег DaZZ/Nexus 
Interact Cnarr Japan RE 218 Value for money: 375 


Ultra-hardcore turn-based mecha strategy 
tans may think Robot Wartords is the game 
they've been waiting for. It's so siow to play, 
it makes even chess seem speedy, Your 
orders are enacted in reaitime, however 
while the level of detail with the mechs: 
various armaments, parts and special 
abilities can be adjusted and customised is 
just extreme. Equally amazingly, the long- 
running storyline is also supported with 
English voice acting. 





Psyvariar 


ыр Гг Xplosiv Developer: Success 
Отт; Japan RRP: £15 Value for money: 3/5 


A successful arcade 2D shoot 'em up in 
Japan, the PS2 version of Psyvariar brings 
together the original arcade version, 
Psyvanar Medium Umit, with a new revision 
that adds weapons and refinements. 
Highlight of the gameplay is the Buzz 
system, in which damage powers up the 
player, but there's not enough variation 
here to earn it classic shooter status. 
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for budget publishers but, as Collins pants 
put, Midas can be more adventurous too; 
witness the release of hardcore chopper 
sim Air Ranger Rescue Helicopter. А top- 
ten release in Japan in 2002, It has proved 
to be a popular choice in the UK. "As wet 
s the more obvious games, our £45 price 


point means We can algo Ty someinina а 


Games for a tenner 
Like most other budget pubisners. the 
majority of Midas’ games are sourced from 


Japan, a country in which around twice as 


"The trick is getting the right kind of game 





Motorsiege: Warriors of Primetime 


Publisher Play It Developer: Lightspeed Games 
Oran. US ARP: 210 Value for money: 3/5 


Somewhere between ‘Rollerball’, WipeOut 
and Twisted Metal Black, Motorsiege is a 
surprisingly good vehicte-combat/ sport 
garne. Depth is provided by a detailed 
career mode in which modes are unlocked, 
vehicles upgraded and bosses dispatched, 
while various arcade modes provide simpler 
thrills. Exactly the sort of game budget 
publishing was invented to release, 


and then building the right kind of 


deal for both developer and publisher" 





; ТТ ЕКЕ 
Boxing Champions 


Publisher Midas Developer DS 
Ся m d Japan RRP £1 g Va ue Tor Torey aS 


No Ready 2 Rumble, Boxing Champions is 
nevertheless an accessible, good-looking 
and intuitive boxing game. The usual 
combos and special character moves 
provide the necessary variation for players, 
and there are also championship, versus and 
survival modes. It's a shame there's no 
training mode, but it fulfils the pick-up-and- 
play criterion to the letter. 





Mr Golf 


Publisher; Midas Developer. DigiCube 
Ongin: Japan RRP £15 Value for money: 3/5 


OK, so it's a golf game but, taking its cue 
more from Mario Golf than Tiger Woods PGA 
Tour, Mr Goll is а good compromise 
between playability and golf simulation. The 
cute cartoony style helps ease the tone, 
although tne jovial voiceover soon begins to 
grate. Serious players will find comfort in 
their ability to slice, swing and spin the ball, 
and a wide range of clubs. 


many PlayStation titles are released рег 
year compared (о either the US or Europe. 
Phil Wright. MD of Briahtspark 
Entertainment, acts as an agent for 
developers in tha UK, Japan and south 
east Asia and has sourced games for a 
number of Dudgst publishers. "It has never 


been a problem getting hold of games in 


emis of avalaDtity" he explains. 


ы 


Тһе іпск 
s geting the night kind of game and then 
building the папи kind of deal for both 
developer and publisher," 


For the publisher, tnis means tightly 


controlling casts, “They all work to a strict 





Ford Racing 2 


Publisher: Empire Developer Razorworks 
Отеп: UK RRP: £20 value lor money: 3/5 


Pretty much what you'd expect from a game 
thus titled, Ford Racing 2 brings together 32 
of the best-known Ford cars and trucks to, 
well, race. Basic modes include Challenge, 
in which race wins add vehicles to your 
garage, and Collection, where the prize cars 
can be raced for trophies. Visually the game 
is quite strong and, more surprisingly, the 
car simulation is relatively good, too. 


financial pian," says Wnaht. “They will know 
how marny units they are likely to sell, 80 
this gives them a limit for how much they 
can pay for the rights to any game." 
Another maior issue is localisation. 
This, combined with well-known cultural 
differences between east and west (see 
E133), means most of the potentially 
available Japanese PS2 games aren't 
commercially viable. no matter at what 
price they're released. With translation 
costs running at around SOp per word, the 
overneads of localismo a manual, let alone 
in-game menus and dialogue, from 


Japanese into the three main European 


angueages Can quicidy mount up. 


left to set up budoet publisher Phoenix, 


А Se pd 3 
recKorns Ine rure Ci Mume to Drea« even m 


minimum Га be ioolang for" һе says. "You 
nave 10 remeno схе Ties паме a 
much longer shefi ife than full-price titles, 
50 in the fullness of time Ра expect at least 


190,000 unit sales for our current titles." 





International Pool Championship 


Pumisher; Play It. Developer: Aqua Растелсоп 
Ола: UK ААР: £10 Value for money: 3/5 


Dreadful music aside, International Pool 
Champronship is everything you could want 
in a pool simulation, with good graphics 
(check out those reflective balls), some 
intuitive controls and extensive camera view 
options combined with various tournament 
modes and a range of skill levels. There's 
even a slightly anal stats menu provided for 
each game played. 





Smash Cars 


Pubisner Matroap. Беуеосег: Creat Studio 
Origin: Russia RRP: 220 Value for money: 4/5 


For some reason, radio-controlled car racing 
has always been a strong videogame genre, 
and Creat's Smash Cars is one of the best 
implementations. Excellent graphics 
combined with a bouncy physics engine 
(described as ‘realistic’), plenty of game 
modes and great environmental modelling, 
Including the chance to hit passing 

humans, make this game a success. 
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Beach King Stunt Racer 
Fubisner: Davilex Пеменорег Памћах 
Origin: Holland RRP: £20 Value for money: 3/5 


Pulling stunts in a beach buggy in order to 
win the affection of bikini-clad ladies is the 
goal of Beach King Stunt Racer. Helped by 
a good graphics engine and some neat level 
design it's a nice attempt, but one (ла! 
doesn't quite pay off. Mainly, the trouble is 
the difficulty of using the stunt controls, 
which involve rapid rotation of the sticks 
once a buggy is airborne, 


053» 


“Even top-tier publishers are using the 


freedom offered by Sony’s stratified royalty 





HardHitter2 


Pubssher; Midas Developer Magical Company 
Спој Japan БЕР: £15 Value for money: 2/5 


The third tennis game from Magical to be 
released in the UK, HardHitter2 suffers from 
the same basic problems that afflict the 
whole series: there's little control over the 
serve, the player is slow to control and the 
animation of opponents makes it hard to 
know whether they will return a ball until it's 
too late, This and the awful dialogue apart, 
however, it's a nice enough looking game. 
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Having already released 19 games at 
£9.99, Phoenix is one of the new breed of 
superbudget publishers that are testing the 
houndanes of the phenomenon. Mixing 
interactive DVD-style titles including 
Dragon's Lair and Mad Dog McCree with 
more traditional games such as European 
Tennis Pro and Tncksnot; Pnoenix focuses 
on sales in impulse outlets like video stores 
or supermarkets. Despite the low price of 
its games, it expects to branch out in 
2004, launching an Xbox budget range. 





Maken Shao: Demon Sword 


Рибеећег Midas Developer: Atlus/R&aD 
Origin: Japan ARP! £15 value for money 1/5 


Originally available as a FPS tor Dreamcast, 
the PS2 port of Maken X is a huge 
disappointment. The main problem is a 
switch from firstperson to thirdperson action. 
The terrible animation, which has been 
quickly introduced to fill the gap, makes this 
Otherwise interesting and stylistically 
perverse sword-based game just а 
nightmare to play. 


rates to release big-licence games cheaply" 


A similarly aggressive stance is being 
taken by budgeteer Play Ir. Launched in 
2003 by Mark Cale, founder of veteran UK 
developer System 3, 15 another publisher 
to embrace the £9.99 price point. While the 
likes of Phoenix target the supermarket- 
shopping mother, Play tis after the 
hardcore gamer. ^| believe our bia 
advantage over many ûl our competitors 
that quite simply we are gamers first and 
foremost,” Cale says. This philosopny nas 
led Play t to assemble a particularly 
interesting selection of games. One launch 
title was Ce! Damage Overdrnve, a 


2 


ч 


PlayStation? version of Pseudo Interactive's 
“box launch game Cel Damage, orginally 
released by ҒА, 

NONE who nas played the game will 
(ве Ту it's ground-breaking, and аза gamer 
Hoved it." Cale explains. "To be fair to all 
parties, | think the Xbox version found itself 
lost іл а sea of monster titles. We were able 
to give the developer the chance to be a 
big fish in our smaller business." Another 





Bust-A-Bloc 


Publisher. Midas Devalo aper. D3 Publisher 
Сеніп: «арап ВЕР: Y15 Value for money 2/5 


А version of Breakout updated in 3D for tne 
new generation, Bust-A-Bloc suffers from 
that most basic of problems - the ball 
moves too slowly. Partly this is because of a 
mode where you can spin the paddle to spin 
and speed up the ball, but it's so fiddly as to 
unbalance the whole game. Apart from that, 
however, there are plenty of different modes 
as well as an extensive power-up system. 


coup for the firm was securing tne riants to 
Lincierword ~ а game based on the 
recently released Kate Beckinsale vampire’ 
werewolf movie. "Much Bigger companies 
than Play It were chasing the title, Cale 
confirms. "| think we succeeded because 
not only do we have great relations with 
companies behind the game but also 
because the developer сап see the 
potential of Play IL to sell more dames." 
There is a feeling. however, that budget 
PlayStation2 publishers are becoming 
victims of their own success. Companies 
such Oxygen, Dreamcatcher, Metra3D, XS, 
Sammy, Адеїес and Davilex are now 
publishing for PlayStation2, adding to the 
competition; Some-eary entrants, such as 
German publsher SWING!, have already 
foundered while others, including lantion 
and “оо Digital. are currently rethinking 
their prices. Meanwhile, even top-tier 
publishers such as Ubisoft are using the 
freedom offered by Sony's stratified royalty 
rates to reiease big licence games cheaply. 
Recent examples include Ghanes Angels 
and Crouching Tiger, Hidden Dragon 
which, havina missed the marketing 
windows offered by their respective film 
licences, were quiethy pushed into retail at 
220. (Prince Of Persia sales also picked up 
dramatically when it was promoted at this 
price, which speaks volumes about cost.) 
Ina Market where onainality and 
quirkiness are too often squeezed out by 
commercial concems, it's time to embrace 
budget games. Sure, you won't find the 
next Final Fantasy. but you might 
find something vou enjoy even more. 





European Tennis Pro 


Publisher; Phoenix Developer Magical Company 
Origin; Japan RRP; £10 Value for money: 1/5 


lf Magical's HardHitter2 was bad, then its 
European Tennis Pro is awful. А cut-down 
version of the more expensive game, it has 
a weak training and hints system, which 
makes it even harder to get to arips with. 
What it does offer are singles and doubles 
play, along with five different court surfaces 
as well as World Tour and Exhibition modes, 
far fewer than in HardHittera. 
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By approval only 


Part three of Еддје 5 look at the world of game development 
takes a look at the issues surrounding a little-known step in 
the console scene: the submission and approval process... 
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city, California, holding 12 months of hard 
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JM ears an expression of studiec 
H euer soc ur game before, but a bad A 
him could kill it. Its his job to try to pick the AAA tities 
Tom any "ипсогпре ме trasn that an unscrupulous 


publisher might be trying to shovel Through. With minor 
adjustments, its a scene familar 1o all three major 


console maniracturers, and аплоџаћ тау seen 


unusual for Microsoft, Sony and Nintendo to reserve the 


right to refuse titles from thirdparty publishers — the PC 
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Hous lacks Ths process — in the поп у controled 


environments of the high-end console it's standard 


An unusual state of affairs 
Joe Booth, director of European product development 
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t БАМ Entertainment, summanses the basic process 
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do we need your game?’ The odd дате will become 
exclusive’ to certain consoles because it could not find 


The Microsoft Way approval on other platforms. The risible Charlie's Angels 


Will likely never see a US PS2 release, despite being 


Му ЕНТ nre ЈЕ 3 = i eir initial game propose ы bes zd sess ү 2x tes қ rum ame dm 
Microsoft requires publishers to submit their initial game proposal for published on GameCube in Europe and the US 
concept approval on a region-by-region basis. Each certification team A rejected game can only be resubmitted # 
works to the same set of standards and often share knowledge on E {с ш ee V 
2 : significant improvements" have been made, and a 

proposed titles, but regional issues are taken into account and the Қайыс 
: additional мака to: bring the game up по ality 5 al 


suitability of each title for the specific region is examined in detail. А 


Pu am ғанға - the fn: 1 ecn |] 1 У 
baseball game would have a harder time being approved іп Europe than the publisher's own risk. In the final equatio the 


the US, for example. Other factors are exclusive content, Xbox Live publisher believes in the title they will continue to fund it. 
support or if the game focuses on Mbox as the lead platform — identikit If dine believe the cost is too high. 15 dropped. The 
ports are frowned upon unless the game is а massive franchise or a huge The basic aim is to make certain that no large bugs or approval process could be seen as the point where а 
hit on a competing console. technical problems still exist in the e game but, more creative industry becomes à business 

Another factor is the business side of the publisher, although this specifically, tha approval process is a method of 


ensuring that new titles coming through the pipeline The rationale 


meet content quality standards before they reach the The aim is to prevent a console from becoming flooded 


often only applies to new/smaller publishers. For example, if a US-based 





publisher wants to apply for concept approval in Europe it would also 


want to know how it plans to manage the s distribution and | pL lee 
marketing of the ae that (BRI. shelf, and an unwary consumer with poor titles, to stop good titles being overlooked in 
arc JO E Oy. 
2 атг Бс сі неп vou are marketing а console to the mass Ihe face of similar but inferior titles, and to protect the 
Before duplication, it also requires the publisher to submit for шын Қы ی‎ а و‎ ана мамы a 
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certification, when Microsoft will test the game against its technical consumer market you need to nave tries that matoh the ndividual console brands. 
standards to make sure the title is bug free. current campaign you are working with as well as f you look back 15 or 20 years to the ари nome 


But the most interesting issue was how Microsoft z ched appealing to your target demographic," says Adrian computers, before consoles were the dominant format, 
approval in its plans for Xbox, considering the PC lacks this entire eum, account manager Tor ADOX стори programs there was no control over what was released to market 
process, Adrian Curry from Microsoft explains the firm's initial position at Microsoft. “if at launch you are trying to: say ‘this is а and it was a pretty GR picture," says Curry. “With so 


4 
нін... hardcore console for hardcore gamers’ and then yOu many titles on the shelf, the business mode! for а! 
aunch Tinkletum's Adventures in La La Land, it doesn't publisher was extremely tough, delrvenng them an 


How did Microsoft view the approval process when the company 
launched the Xbox? 
When you create a new format your launch titles are a critical tactor in the 


exactly underline your marketing message, does 17" ever-smaller cut of the action. Also, with the Тота 


ELE i 
4. Із often conditional, and а game can бе hoider only making money on the hardware, this Пав 


rejected right up until the last moment, although the generally kept orices high and made it harder to sell to 


consumer's decision to own your console. You want a fairly broad 
Е - ithe Im и صر‎ anmait rt hee ی‎ 1h 1 FT tha 1955 ра pU 
spectrum of titles covering a range on genres that will be attractive to your further into dievetoprne as progressed, the more the massmarket. 


targeted demographic. It would be no good for the consumer, the expensive and embarrassing it is for all concerned. Оп Eddy Di Luccio, ОА manager at Codemasters, 


publisher or the format holder to launch with five racing titles and zero the flip side, rejection is neither uncommon nor a final offers another reason: “Since the game will ultimately 


4 
sports games, so you need to ensure you have an even spread of blow to a game's chances of reaching the shelves = 
attractive titles. even hugely successful titles have been rejected more 


thar once for reasons that vary from a senous y 
How has the software-approval process at Microsoft changed since 
Xbox launched? 


As our installed base has grown, so has our target demographic. The early 


derivative concept to ап unacceptably low frame rate ta 
a failure to display the words ‘Licensed by Nintendo’ for 
7 Garr ир. 
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adopters were hardcore gamers who wanted killer apps like Halo and = 
Project Gotham. Over the course of the console's lifecycle we have The more crowded the genre the game Is aiming tor, 
widened this demographic to include titles for a slightly younger audience the mare likely it will be judged harshly. The logic when 
such as Finding Nemo or family-orientated titles such as The Sims. approving a stealth shooter, for instance, is simple: “We 
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efedi upon the console, hardware manuiacturers need 
to ensure thal a certain level of quality is mmamtaine 
The approval process ensures a benchmark in quality 
»yels." The assumption here is thata consumer wt 
Duys а Dad P 52 дате wil then believe that the Pod 
ad system, Itt em illogical considering that few 
people wh bad CD assume that all music is 
mare = OL li Г (Se wW wre 
15 important to remember that the hardware 
manufacturers generally lose money on hardware s 
says Reid Schneider, producer of Spinter Call a system but weak on the his | i publisher tc 
Joisoft and now at EA. "Their goal is to make up that invest time and money In а game they may have just 
ost money with hit software, 50 they need to be able to wanted to get out the | Кіу as possible 
eto a рад Ше when it comes down the pipeline 
As well as weeding out games that will neve ‘The big three’ vs 'averageware' 

become маб lucts, the approval process als t is the subjective elem - i е55 


Тһе aim is to prevent a console from becoming flooded 


with poor titles, to stop good titles being overlooked in the 


face of similar but inferior titles, and to protect brands 
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The Nintendo way 
Nintendo is happy to see a game only at gold master, and the product can 
only be approved or rejected — there аге по forms of conditional approval. 
There are slight differences between all three territories, but using 
Nintendo Of America as an example outlines the basic structure 

After the publisher submits the game, it is sent to МОА lot check, an 
engineering team that tests the game for any functional defects. When the 
software passes NOA lot check, the game is sent to Nintendo Co Ltd 


(NGL) in Japan. NCL engineering performs ІС к testing agam, and if it 
passes, sample game discs are produced and sent back to the publisher 

for a final check. И, after checking the samp no errors are found, 
the game proceeds to dupicaton. lf at any port dunng the process the 


game fais a NCL or МОА lot check оғ icensee verification test, the 


И need to re-submr;t the game 

Nintengo aiso provides Several opbonal services a developer сап 
such as milestone evaluation, which offers feedback on the game 
during production, and first impression testing, which offers feedback 
from evaluators who have never seen the game before. However, the 
most useful is the Mario Club, ап experienced group of testers at 
Nintendo who can act as a useful middle ground between focus testing 


and нъ сире OGA 


Mano Club scores games in five weighted categories, to give the 
developer a score rating from 1-100. Some of the categories such as 
visuais (len pêr сеп!) and Пала (per per cent) are self-explanatory, but 


others require more explanation and offer some insight into how Nintendo 


judges а product's worth. Ease of play (20 per cent) looks at controller 


configuration, play response, play control/feel, game difficulty and 
balance, clarity of game objectives, game tempo low. Game composition 
(20 per cent) examines rules guidelines, consistency, realism, concept 
execution, variety of objectives or actions to perform. Finally there's the 
elusive overall satisfaction (40 per cent), which covers game progression, 
accomplishment and reward, player customisation, replay and extended 


play value, originality and immersion. 





Sony prefers the publisher to begin by submitting а concept submission, 
usually a cut-down version of the design outlining the proposed game. 
These are reviewed by the product evaluation group, then presented to 


Sony's in-house approval committee during regular product proposal 


meetings. Sony is the only one of the big three to offer conditional 


approval instead of a simple pass or fail. | bases this decision on the 
publisher and developer's track record, the licence (if appropriate), and the 


proposal itself. The types of approval Sony grants are: 


Full approval 

The golden ticket of the approval process at SCEA, full approval grants 
the submitted title an SCEA product code and when completed, f can go 
directly to Sony's ОА for final testing. Only established developers or 
publishers with a proven track record have a chance of receiving 


Immecate full approval 


Review conditional approval 

This indicates thal the proposed tille 15 approved to go to ОА and ап 
SCEA product code will be assigned to the proposed title but the 
publisher is required to submit work-in-progress builds. These builds may 
be submitted at any time but a first playable or pre-alpha, alpha and beta 


build must be submitted to fulfil the review conditional approval. 


Feature conditional approval 
This indicates that the proposed title is approved to go to QA and an 
SCEA product code will be assigned to the proposed title but the 
publisher is required to fulfil specific requirements as outlined by SCEA. 
These requirements could be anything from achieving a specified frame 
rate to eliminating visible seams in geometry 

In addition, the publisher is required to submit reviewable materials as 
scheduled by SCEA thirdparty account management, and subsequent 


reviews may be scheduled by SCEA. 


Milestone 

Milestone approval is reserved for titles that have not yet met SCEA 
quality standards. They do not receive an SCEA product code and the 
publisher must schedule a revaluation date with SCEA account 
management if it wants its title to ҺИ the shelves. During this revaluation, if 
concems have been addressed, the title will be upgraded to a review or 
feature conditional approval status, but if large issues remain then the title 


will be rejected 


Non-approval 

The death knell non-approval (а deliberate semantic avoidance of 
‘Tepecton | indicates that the proposed tite has Deen rejected due to 
unsatisfactory quality issues. It can't be m-submitted unless significant 
substantive revisions have been made, and any further investment in 


development and promotion im al the publisher's own risk 
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Surry Offers one explanation: "Approval паз to be 


given at the early stages of development. зогле тев 
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law has been maditied to begin to address the 


possibility of negative consequences 
he EU ruled a few years ago that it is anl 
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“Fewer developers working for fewer publishers is seen as 
a means of guaranteeing fewer titles of higher quality that 
generate more revenue, making the industry friendlier” 


one Soft 2 publisher mainta | 
offers =! While ctl 15217 

Ош те to et A low-aualmty pror | sium 
Янарреаг of its own хооп, vicdieogarnes зеегт 


2ositively Orwellian in the level of control the hardware 


exert, So much so that European 
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are free to pubiish; any titles you like.” 


The fallout 


Fewer developers working for fewer publishers IS Seer 
as a means of quaranteeina fewer tiles of naher quality 


that generate more revenue, making the industry 


friendiier for consumers and investors. “Flooding a 


narket dilutes the market share for each title which, 
when coupled with ever-rising development costs. is ni 
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return oan imvestment Жапа to the publtisner һеш 





cower the development costs and time for future titles, 


which in turn leads to lower game quality." 

ће approval process is one element in this possible 
future as, in practice, it makes it increasingly difficult for 
new developers and publishers to get a break. With the 
nardware manufacturers wanting to release fewer 


games, publishers are forced to look for bigger hits. 





budgets, which makes the publishers ever more risk 
averse. This in turn means developers are looking for 
more established genres and more mainstream 
concepts to try ta convince sceptical marketing teams 
that their game is worth the investment. 

schneider offers another reason why it is becoming 
гегу hard for developers who have not shipped a PS2 
game to compete in the current marketplace: "Sony is 
becoming increasingly demanding on the publishers 
and developers to put out high-quality games. At this 
point in the hardware cycle they are expecting products 
that make the PS2 shine. Sony also faces mounting 
threats from Microsoft and Nintendo and they do not 
want inferior games on their system. As of night now, 
sony 15 also clearly the market leader and they are able 
to pick and choose their titles. 

in ar ideal word, where the approval process is 
objective and accurate, it will weed out average 
products, guarantee us a steady flow of triple-A titles 
ала ensure the videogame industry continues to thrive 


both artistically and financially. in а dystopian alternate 





reality, if the process utterly falls, it will drive tha final nai 
inta tne coffin af the small or independent developer 
and guarantee an endless stream of 'safe' generic 
products with high production values and little езе, 
Booth affers one final insight: “Look at what 
happened to Atan and the VCS, or what's happening In 
Japan where the market is falling by ten to 15 per cent 
per year, There are no guarantees that there will always 
De such a demand for videogames. What happens 
when someone pays £40 for a crap game — does it tum 
Ihem off that developer, the publisher, the hardware 


piatform or games as a whole? Ultimately it's the 


hardware vendor's role to look at this. It costs them 
significantly in the short term to have this policy in place 
They lose royalties on ай the games they reject. as the 
Make their royalties on manufacture whether the game 
Sells or not, and they invest senous time and energy to 
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All of which means the approval process is unlikely 
to disappear any time soon, and although the future is 
almost guaranteed to be somewhere in the murky 
midde around, it is one aspect of console дате 


development that deserves more attention than 


{ currently receives == 
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Grand Theft Auto 111 


The Xbox iterations custom Seuncadtirack тасу Mas 
EEE а new Sant, Tang down your enemies to 


The Who's "Won't Get Fooled Again’ can't be beaten 





Lemmings 

Revisiting the old ciffJumper one mening, we 
recovered that tan es around very qu 
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Project Gotham Racing 2 


rne least obvious rhythm-action game around, wit 
нүп and brake/gas for instruments, screaming 


tyres пог-а база пе, Every tap is a утро, Than 





cur. Opposite 


IPS2/Xbox) Rockstar 


[PC) Dice Multimedia 


IPC/P'S2/Xbox/GC) EA Sports 


One more time 
Why we love repetitive games 


ell, that's not entirely true. We love a certain kind of 
repetitive game. It's like there's good stupid and bad 
stupid. And good repetitive is just plain good. 

Why, then? It's certainly a kind of Zen – that warm, 
solid bedrock of a second-nature operation being 
repeated over and over to the point of instinct. There's 
physical warmth on top of that, too, and maybe it's 
peculiar to people who һауе played games for a long, long 
time: it gets the blood flowing to those chilly fingers and 
forearms. Tapping away like you're in the Morse code 
championships is a good source of natural heat. It's Ready 
Вгек for fingers, provided they've been tempered through 
years of mashing the pad at escape velocity and cradling 
those twin analogues like very important children. 

There's honesty in repetition, too. You can't hide what 
you are if you're the same 30 seconds being repeated on 
a loop. Serious Sam (below) has to bare its pump-action 
manifesto within minutes, No hiding behind mini-games, 
sleight of gameplay or clumsy attempts to meid genres 
like ѕо much poor recycling. You have to set out your stall, 
wear it оп your sieeve, and hope that the player wants to 
stay: no timewasters please. It's much cleaner than having 
to Suck on а game until the ten-hour mark before realising 
that particular gabstopper has a core that's been injected 
with piss. Thanks to this speed-dating honesty you can tell 
within five minutes whether you'll gel with what's on offer 

And the pay off for single-button shallowness is often 
a wealth of pizzazz. Games like Otog! 2 (p104) or Bujingai 
(p110) or any of the new wave of demanding shooters that 
offer exponential high Scores in retum for a thesis on 
single game mechanics: any concems about longevity 
soon vanish in the face of so much explosive beauty 

Then there's the therapy of it all: returning to a 
repetitive game is a lot like ајрћабе па your CD 
collection. Remedial manuail labour that allows your brain 
to go and hàve a cigar and a nice long bath. And, finally, 
there's the necessary relaxation on behalf of the player. 
You've got to be able to let go and just cha-cha-cha with 
the one-note rhythm. Put your brain into freefall, and let 
the gravity of a choice-free system do the work for you 

Any other reasons? Probably, but who needs 
more depth than this? Sometimes we just don't. 
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James Bond 007: Everything 
Or Nothing (Р52. Xbox, GC) 
pii 


Carve (Xbox) 
р102 


Nightshade ІР82) 
р103 


Otog 2 (Xbox) 
р104 


Sonic Hemes (PSI, Kbar, GC) 
р105 


Goblin Commander: Опеваћ 
Tha Horde (PS2, Xbox, GC) 
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Kya: Dark Lineage (Р52) 
р108 


Mafia (PS2. Xbox) 
р109 


p109 


Romance Of The Thres 


Kingdoms Vill (PSA) 
р110 


ptio 


095 > 








Although the towns and villages are lavish 
there s next to no interaction = you can't enter 
mast buildings or open chests or cupboards 
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In the singleplayer game, the chalice is 
carried for you by a Moogle, making 
exploration and battling far more 
dynamic and flexible than in the 
multiplayer mode. And you can 
customise him with spray-paint 
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adventure as new characters, they simply 
won't be strong enough to survive as your 
companions. Ог, more viciously, you may be 
able to battle through a level, watching them 


die during every battle and reviving them at 


every lull, опу to discover that you simply 


oper Square Enix Роса £40 Башлап March 12 





can't beat the boss. When this happens 
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tà you are to lose 10 tha 0055 over and over 
or reset the game. And so an hour of effort is 
squandered, For Square Enix to have 
designed a game which requires so much 
organisation, expense and co-operation on 
tha part of the players and then плака it 
probable - not possible but probable – that 
all that effort will be wasted is unforgivable, 
Phantasy Star Online solved this dilemma 
by diving strong characters the means to 


protect weaker players. to put them on а fast 
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sort, and by then things will be toa cramped 
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іп singleplayer, magic globes are combined to 
create new spells. Multiplayer characters must 
overlap their reticules to trigger elaborate 
attacks. It rarely works in the heat of battle 


uch potential in Crystal Chronicles 
лат seeing it go to waste is almost painful. There 
are three ways to get the best from it. Firstly, play 
singleplayer. || shapes up as a simple and 
pleasurable adventure - Final Fantasy relaxing by 
the beach. For multiplayer, either assemble a team 
and play together ~ and only together = tram 


scratch. or buy a copy of the game each and 


^ ~ <> j р 

І c ШО vour стагаслет еруше Deu re 

= + & ex les ра Шо 
ming together tor the asional готске. AS 


remember that if a dungeon gets too tough, yo 
can switch to singleplayer and waltz through on 


its much easier settings 


097 











Your pair of team mates seem to have been 
included for the sake of the cut-scenes only, 
due to their questionable usefulness in battle 
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The hunting rifle brings with it a welcome 
empowerment, but you can't use it without 
equipping the sight. It takes several seconds 
to zoom in fully, meaning that close-quarters 
combat becomes a farce: it's impassible to 
defend yourself despite toting a massive gun 
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The plot takes in one of the grandest arcs ever 
in а game. The episodic structure - replaying 
а ‘loop’ reveals details and sub-episodes - 
allows it to unfurl with the intricacy of a novel 


An earthquake? Blimey! 
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a publisher tampering with the box art 

Siren's dubbed soun 
puncture the atmosphere. With such an 


dtrack realty does 


accomplished reliance on Japanese faces, 
words and locations to drive the coherence, 
the lack of a subtitled origina! language 
option is а damaging. and seemingly 
unnecessary. oversight. Imagine a cockney 


dubbed version of Jean-Pierre Jeunet's 


movie ‘Amelia’, and you get the idea, 
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Sony has overhauled the online frontend, making it easier to find and chat with other players, 
before choosing friends and forming clans. Lessons have been learned. it seems, from Xbox Live 





Halo (о те) or Gounter-Stn«e (on Its 


entertaining, but if SOCOM iis the pinnacie 
=, | [ Е је те curn рр = Tn 


rudis | atja Ab једе“ = this rund 


ғгитта!: РЕ2 (version tested), Xbox, ОС Publisher: EA — Developer in-house Fros £40 Басаев: Out now Previgualy in E125, E132 


а Fac Нн eueanythima at it 
atest | “Duster, but the гезцт is 
if кл É Ғы ғ m: Ригу [1 
»ü - | | pe shin адуын 
тек 2 | ва. а. pa soe 
ырысын dd | Fits Lear е 
E a ~ - = 
гі 3 i multiouw-asme-smnes 
approach 10 design, The evident hard work, 
giossy МЕ s and estrena of tne ond im 


make vou want to love it 


amar wil rst until about the second mission, 








Ғапу in Its Inception Everything or Nothing 
"as an КЕК. but this perspective, T was 
decided, didn't make the player feel ‘Bond 
= jh. True, the thirdpi approach 
ows on | ediately to the 
è LQ TERN re ЕТІ x ыл Ww TT ГЕНІ DOC EX 
developers esign neadaches. Ar 

telligent auto-aim « K-Of tion 5 vita 
or ins е, but the lock-on in nente 
here is indiscriminate and clumsy 
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і таке Nightshade so uncompromising, 


Play it on the defaull Normal setting and 


your reserves of patience will deplete as 


т ml us =p ~ ^ ні шә ы жү РОР" m mai i т 
auickly as heroine Hibanas energy bar, 





and you li be forgiven for wanting to give Ur 
see ‘Tokyo highway battle"). It's here that the 
fiaws аге most clearly exposed (though don’! 
expect an easy ride on any of tne ; ding 
evels). You sea. Hibana is an асгооаш la 
and along with the general leaping. ghost 
aim ng and ма ши“ с zi ZU E 11 | 
ohinobx s hero Hotsuma, she can lock on ! 
|=“д = њи == rit Term n Р r Ine 1 hi 
toward another foe or leap back to sateh 

Al good in theory, but the camera cannot 
hope їо keep up with Hibana = clever 
acrobal Worse: missiles fired off-scroo: 
are cer) enough la put an end to her balleti 


асығу of the skies and cause har lo 


mime 1ке a crouse full cf lead shot, The 
G 


—m-(mm--—: Р = 7d m let ч ee рана о Р | 
emphasis on air-dasning across chasms 





Decores More pronounced as the came 
The crustacean-style enemies аге dumb and 


= сап be killed by ghosting around to their roar. 
1 зеспопа again, 1 | ПА | More variety would һауе benefited the game 


3 = x 


Take the i difficulty down а notcn and I6 E ‚= РА 


unfoids, and so dees the irritation at having 





to play through lang 
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getting too repetitive. And then there an 
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mos Ез Hoe hoe orati й i 
ЕР ОЗА Тс es eon Em my One of our least favourite levels in the game 
те precedng FIV IS Stylish enough to думе sees Hibana leaping from one vehicle to 
you some payor Tor your emos another along a Tokyo highway. These 

An unforgiving experience, then, but vehicles are bombarded with missiles. 50 
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combo-jugging acrobatics will be lett cold 
but everyone elisa can wallow in what must 
be one of the most narcotic, hvonotic and 
panoramic shallow ends avallaple. 
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definitely the way to do heroes 


yet implemented in a game. 

Unlike the original, however, the game is 
now Broken up into stages containing а 
handiul of levels that can be tackled in апу 
order. Each of tha six available characters 
nave ther own RPG-style attnbutes, meaning 


hat sorne offer more effective approaches Lo 


EYES [Пап Ones, ав сагс Dy а reoon 
and at ine start 2 hatti ^haracters 
an e used once per stage, sa the 

choice is sometimes Even if you stick 

ГИ e he Dest fit tor | | a е ne 


ensuing chaos сал таке the game feel 
unary hard at times, as the enemis attack 
- — қ F 

WIth а similar tevel of фтша у to the 
P а 


Т E i - а " ; 
E de. 95 protagonists, making Clog 2 a sometimes 
ж T. 
L (4 БР f 





frustrating and overly demanding beat em ur 


That caveat again: this ls nothing but a 


Win by the sword 


(ілсе again, magic, weapons and 


nittina-stuff simulator, where the combat 15 





accessones can be bought or found, an nether deep nor wide, iust astonisninaly, 

Bs zio ДЫ und, and Іп some ways. Otogi 2 is one of the most violent 2 
there s now a Development option that games ever made. The amount of sheer spectacularly violent a ames that a 
Ficus яЫыла ium Thone = Брине 3 4 Рур E MES а қ К 
offers attribute upgrades. There's a further destruction that can be wreaked on each of the thes electric anc | камна ac 
addition in the form of bonus stages, where 27 stages is both breathtaking and satisfying m RS ка i Cnm 7 
you can get equipment and bulk up your isis is 

| . H om: COTIpIeX j касе 

сћагастег 5 stats. Challenges include - 
dashing through arches without touching ақа vour ГЄР 
the floor, as well ав less delicate tasks such = = 
аз killing 7,000 skeletons quickly. Eight te 


Sonic Heroes 


Format; Xbox [version tested), PS2, GC Publisher Sega Oeveloper: Sonic Team Price: £40 — Release: Out now Previously in E125 


ts been several years since gamers moved 
| on from the 1601 era, but Sega, It seems, 
s still struggling to find a comfy space for 
Sonic on today's generation of hardware. 
His defining characteristics – excessive speed 
and loop-the-loop abandon — still have no 
acceptable place in 3D platforming, and 
Sonic Team still seems hogtied by the idea of 
making a character move this fast in an 
anviranment that's more than just a racetrack. 

50, Sonic Heroes brings with it the 
prospect of teamwork — letting the player 
control à tro of characters in an attempt to 
give them reason ta slow down, dispense 
with the shark-iike obsession of forever 
moving forwards, and think a little. Every 
team offers a speedy, flying and powerful 
character that can be switched toas and 
when you need to call on лет particular 
strengths. A litte bit of strategy, then 
lo its credit the game opens auspiciously, 


жез F Е Беке - тақы, Р Ми Ша а = а = 
ana the multiple-choice pathways opened tc 


E meh; а ааа m s 7s Puno 
you — clearly sianposted as to whic 


character can take you where — feel fresh 
enough ta suggest that Sonic has finally 
cracked his 3D curse. With each subsequent 
ievel, though, thal sensation flakes away as 
you realise that nothing really changes, 
whether between teams or levels, except for 
the risk of being flung to your death by a 
deadly mix of camera and momentum, The 
number of times you'll plummiet into oblivion 
due to the contusimng and jerky camerawork 
of up-close combat, or just through missing 
а platform you didn't even Know existed, is 


excessive, Rarely does dying feel like the 


1 


player's fault апа, in typical Senic Adventure 
fashion, the best bits are when you find that 
ine majority of control has been taken away 


from you, and you're Липа around the game 


The puzzles aren't really puzzles, ard the 
teamwork isn't really teamwork to any great 
extent, just a facility for the player to make an 
arbitrary choice thal often sees them opting 
for the path of least resistance. Not even а 
litte bit of strategy then, really. 


rou realy want to like Sonic Heroes, 


effervescent colour, towenng skyscraper 
scale and а sachet of visual imagination, Its 
an uphill struggle, with every accidental death 
and workmaniike puzzle nibbling away 
another wedge of that enthusiasm, until 
you're left with a clutterad, stuttered 


and unmoving ехрепепсе, 


Edge ratinc Five cut at ten 
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Тез гуме 

> 24 Like so many of Sonic's adventures, the game opens іп a lush tropical resort, ends 
Е >> ot 4 with a stand-off atop Robotnik’s mobilised fleet and takes a detour into a giant 
casino with Sonic as the ball for gigantic games of pinball and, enjoyably, bingo 
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PS2 (version tested) Xbox, GC | sher Jaleco Г per. [in-house Price: E4 


=] 


Out now Preygus E: 


B ealtime strategy һав never been 
particulary realtime, Ahead- of time 


perhaps, falling desperately behind time most 


Pe a ا‎ Ш | Р етекті EN ur не А 
deante. OUT oe nS аге пся гласе Tor ihe 
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e here and now, they are made for a glorious 
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for consoles wilh every desian decision 
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started from those sticks, those triggers anc 


that diamond от buttons, primed for a consok 
audience. Not the quart in à pint cot al 
тт Г г => — run une ғ || ч 
ке experenct ' spes ha ft^ “АЛ i 
þginerers wiii AS m5sues 
Release FALL = — EcL АЕ, E 
- Given tnat, the first thing that strikes you | 
~ РЦ ка. Р А ~ — кд 
the visual styling of the game. Goblins are as 
for fram Бе 1r" TÎ Gr. lc pr С ОГ rap Рис] ner ^i ІМ 
Attack ei Wl JERI PET اساب‎ ЗЫЛ = i || ICI 
as is emotionally possible Nobody nobody at 
Hl, емег wams Ini game snop ana Think 
Lc bee ee = "| а 8 gz || | 
= Ln 4, . + "v * = ы E е + 
Б = = P r “Л HAG Al eo oor EI & 
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дүе Deen rendered with almost по znaracte 


or charm, this merely compounds the lack о! 
motional cor 
Putting aes 


sthetios aside and rolling up the 






me n Г] 


sieeves quickly allows tne player 19 





te iust how seriously Jaleco nas 
un Р а Е : н з Г ‘So x Erdi =“ "21 riu free Oe pes" 
Taking direct control of your troops gives the САЛА КАЈ БИЛ МО ЕВРА 
game its console feel, Dut is most useful for together б i f wi there may ре up | 
correcting mistakes in the Al's s pathfinding "ETT jer the nia ^nnir asta "ЈЕ 
Directing these clans to perform any of the 


available actions is achieved with a single 
Dutton press. Manus are simplified to be used 
5! опекгавһег | with a quick rotation of the analogue stick, 


nd navigating the тад is as quick and ваз 
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¥ f note. Atte tst trogduce conscoie-smyre 
распао, with resources пайлегес einer from 


destroying the environment ог from battle 
Itself, are flimsy departures from conventional 
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а mechanics and make по change fram the 


7 
dlc siow hoarding expected, Skirmisn mode 
% | 





~ «>» 
2% 
P ilk: 





АТА ТЕСТІ im $4 Р Р SF ля ћи т + 
a ӘМИН! jg | (eve, a АОЛ 
Ale forran ch rari наср hecom Hie ry 
| 1 | | ӘС АЛ. | 
thar YE f attrit 


Toytanic 





effective distillation of the. un 


an ATs. What has riot been ac bh eved is either 


Each clan can build a single Titan, a 


behemoth fighting machine under the direct an intelligent refinement of the rules behind 


control of the player. These are the most Aside from troops and Titans, the only other those controls or the injection о 


inventive creatures in the game, with the building options are towers that will offer a 


character that miqnt sel the HÎS IG OSE 
Warpigpult being the standout moment дақ of avtomaéi Онин toy Your bee. | 
я алата I = = + neater the ceive in ts 
Here, Control of the creature's catapult is These become essential later in the game as 4 H. а gE = 


the odds stack up against your goblin band more comple 


nappec Әкесту to the rignt ana 


with а Swift TRCK sending rocks hurtling 
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Kya: Dark Lineage 


Format PlayStation? Publisher Atari Developer Eden Studios Price: £40 — Release: Out now 





There are several mini-game huts dotted 
around, which let you play against friends or 
gamble your money. It's never worth your 
bother, though, since they're dreadfully dull 





sons and daughters 


Қуа, the game's elegant, acrobatic heroine, 
5 sucked inta a mysterious world via an 
even more mysterious portal opened by her 
half-brother as he тедајев with artifacts left 
by her especially mysterious father. It's 4 
traditional fantasy yarn with a modern social 
twist, as Kya's hostility to har father and 
curiosity about, and resentment of, her halt- 
sibling get mixed up in a traditional battle 

of cute and fluffy versus dark and gnarly. 





Kya can't fly as such, but drops from a great 
height let her glide and swoop. You'll need to 
find a soft landing spot, however, or you'll die 











Previously in E124, E1259 


he things that are wrong with Kya are not 
Т what you'd ехресі. As a representative ol 
that most dreaded of genres, the hybrid 
platform game, it houses all sorts of likely 

candidates for gan ing frustration, There are 

pseudo-snowboarding courses, galloping 
bipeds то nde, dozens of fight combos to 
learn arid sûrê extended flying sections. It’s 
a rich enough recipe to give any game a 
stomach ache, but Kya handies them all with 
confidence. Your magie board lets you slice 
down half-pipes with exhilarating вазе, while 
the combat is a lit tile aatis but packed with 
Pnnce Of P Persia fluidity, and tne gliding 
provides as much beater io soar as yOu 
could hope for in a game of this nature, 

nstead. what bights Kya isa plague of 
basic frustrations as the controls became 
increasingly fiddly and unreliable. Kya is not а 
difficult game, but every time you fail you wil 
be cursing the controls and not yoursel. 
‘Press Square te climb’, the game instructs 
cheerily, when what it means is ‘Press Square 
to trigger the climbing animation for a few 
frames and then fall to your death.’ Although it 
seems that even dying is botched, as falling 
from too great à height will reset your position 
without any visual or aural cues to tell you 
what's just happened. 

Structurally, the дате is a waking 
nightmares, The hub world Is vast ana 


'essarily confusing. and it is possible to 


unnec 





become trapped in levels | you can't igure 
oul where tà до next. Progress is governed 
by rescuing Nativs so they can return to the 
hub and зей VOU essential power-Lps, 
Irritatinaly. you're not always given a clear 
de inter about when 10 retum and invest in 
ext ability and once you've returned 
you may find yourself without впоцаћ money 
to buy it. And if, at any point, you manage to 
free ا‎ from this tangle, you'll discover 
thal you haven't freed enough of the Natrvs to 
buy some essentia! piece of kit, forcing you to 
backtrack whether yc ant to or not. 
What's йыз is how much there is 
n the game that is good. Visually, there's a 
richness to the world which nas rarely been 
seen since the move to 3D - the lush 
vegetation of the forests is reminiscent of the 
vibrant splendour of Rayman. And the sense 
of scale, as Kya dives through the sky fram 
one vast island to another, is often enough to 
make you catch your breath. It's nowhere 
near “Ош; however, to redeem her 


fundamental flaws. 





Five “Тег 


f, 
Format: PS2 (version tested), Xbox Publisher: Take Two Developer Illusion Softworks Price: £40 Release: Out now Previcusty In E115 
| ts easy to see why Take Two chose to bring 


À Amim Ty t ha [EN Ағаға ғараралға найы г aaa, OF m tee 
Майа trom the PC to a console audience. On the 


ЕНЕ же E АЕ = ea MES Pe қалысы АЁ 
of it, the game 15 massively reminiscent o 


Grand Theft Auto Ill, and if there's anything today's 


console owners will buy. it's a GTA-alike — hence 
Activision's True Спте still performing in the charts 


Despite m managing to ofer only а pogrni eor what 


з 


ockstars дате infamously delivers. 

Hather than attempting to significantly tweak 
Vaitas structure and narrative to make it more 
comfortably at home on PS2, the developer has 
attempted to replicate the РО expenence to the 
etter. || has been only partially successful, 


The beautiful Gut-scenes. with ther incredible 


the city itself can be a messy place, marred by سسس‎ - VT 1 | : % ж c" e У, 
и | | | — 


pop-up and other issues. Just as well that most of 






the time the game hardly needs to make them fly Control problems make themselves 


known when the game begins to get a 
little tough, kicking off with the hotel 
mission (far left) in which you must 
assassinate a target, retrieve important 
documents, then set the place to blow. 
Though there is room to drive with some 
abandon (above), the physics system 
isn't as complex as GTA'S. This makes 
for a less dramatic driving experience 


Dy, because of the slow nature of its vehicies. 
The chief problem, however, lies in control 
dunng combat aiming with a stick pales in 
comparison fo-using a mouse. A frustrating 


port of an above-averaga game, then. 


е Five out of ten 
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Format; PS2 (version tested), Xbox, GC Publisher Eidos Developer: Crystal Dynamics — Price: £40 Release: Out now 
| t's certainly one of the freshest spins on the 


ng duc: а weasel with 


sparking electrodes dangling fram his temple, and a 
wiid-eyed bunny fresh from the chemical abuse of 
ihe testing labs. Whiplash also does a neat line In 
anti-corporate satire and self-referencing humour 
that mostly works. There's also a successful take 
on Ine nigh-score meter: the number at the bottom 
of tne screen records the monetary value of the 
cruel corporation you're trying to escape from, ana 
the more havoc wreaked in your bid for freedom, 
ihe more money dribbles out of their account. 
Welcome spins, sure, but they're just not 
enough to salvage Whiplash trom that infection of 
Blandness which mast 3D platferrmers find it ғаға 
tà transcend. VVhiolash has no glaring flaws that 
prevent vou from getting into and across it. excent 
Despite the simplicity of the puzzles, it's 
an unnecessarily bewildering game for 
the first hour or so. There's an RPG's 
worth of menus, full of abilities and stats 
you just don't need to know about yet 


for that humdrum sensation that comes with having 
la jump-hit-collect-repeat from room to room. 
а a scientist at 


the mercy of angry monkeys, but once all is wittily 


It's still a peculiar pleasure 10 Івах 





said and done it's still an anodyne experience, 


albeit one dressed up like an individual. 


Edge rating Five Out c ten 
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Format PlayStation2 Publisher Кові Developer: In-house Price: £30 Release: March 26 


he problem with Romance Of The Three 
pai Ling · =" = — | Т ome Vill is that it will be utterly 
EM 4 49746 Тго 9577 ~ | ђ а - че - | = | Aa Fields p Д impenetrable to anyone who hasn't played one of 
-Move = E МІРДІ e | wi -— | 4 чае t E zd етті ’ the previous tities in the series, The scope of the 
= | : 3 | IM game is simply bewilder ngy large and aimos 


Retreat 


disconcertingly open-ended. It is possible to olay 
i олы through various tea scenarios that гпрозе 
Wait р, i "3 4 ЯҒ” % - ЧЕ ы == име Factory 14 more clear-cut objectives beyond simply running a 


Auto 


kinadom but, ultimately the game's goals are 
whatever you choose. The muddle of menus and 


maps, however, da little to convey what's Ж ай | 





s orohbserv Up to eight characters can be prayed, drav 
=< i from different ranks in the-ruling hierarchy. E men 
stant MENU 5000 UL 19¢ ——— езу rank has Ив own responsibilities and limitations, si 


5 SELECT Н EL 1 us $ | E. T. = i 1 Palic v { | ex hu wihi e the r 


INFO 


T | rulers look after top-level strategy. ' 
хат, | и : Personnel 
vassals take care of the day-to-day running o1 
Militaty = 


“ities, for нн Given that Koes "tutonal 





| Diplomacy 

The game's structure expects you tn hit - ay = = Та‹ tits actually ІШ An СН “line Б 1 TIEN al the b BIST | WE "at 
the ground running. Which is fair enough | Gr Spy learning сви је ropes is to play through these different 
= it is the eighth instalment, after all. In - та = 8 m و‎ 7 ва n TORT 
3 кене ятты x ranks. Only the most ardent arognard will do more 

all likelihood this will be the first chagter HELL | Бакр Т 

experienced by European gamers, апа > NEXT 
consequently a bewildering experience. NL | =! МАР | 
Family ties, friendships and rivalries, for (стат MENU, 
example, all add an extra dimension to | pe јели HELP! 
the дате, but th 
Chinese names can become confusing 


гет- en ee = 


(han dent the зипасе of Eis enormous strategy 
game, which rather diminishes the overall 
impact for the rest of us, 


| 


a sheer number of 


Change Region or City policies; organize Regions ا‎ en She гу itot ten 


amat PlayStation? Publisher Taito OCeveion=: Red Storm 


D spie the deceptive dullness. о? Buyingar's 
environments, it's still business as usual far 


anyone who's played Red Entertainment's previous 
tile, Gungrave. Кв al about flamboyance, stylish 
swordplay against custes of spawning enemies, 


rather than hacking away at а difficulty curve. 


Briliantiy named lead character Gackt 
modelled on a Japanese pop star] is eguipped with 
a 'Just' meter, effectively а senes of parry chances 


t allow you to block anc counter with your own 


f "mm жЕ qug METUS га ТІ prey FE = Пи aes 
Питу of swipes. As the game progresses ye and 
nore enemies have their own ‘Just meters, and 


this leads to some epic duels, While these can be 
reduced to а gionous button-bash, the ratio of 
pyrotechnics to Dutton presses is satistymcsy high 
For a game with a flashdance of Iavisn-iccen 
combat as ts hamak, the levels seem bare 


populated and смепопа by half. And while Саскі 





The potential for combos is facilitated by 
the generous period of time between hits. 
It's easier to link huge chains of attack 
than in, say, Otogi 2, but the dearth of 
enemies makes it feel less intense than 
From Software's own momentous slasher 


nimbleness is pretty much unprecedented, he’s 
harc to guide around with any amount of accuracy 
Anyone expec! ore than the chance t: 
CONCOCT ага та mghn-score Bicis wil 


find it a flat and empty experience, though 
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Hyper Street Fighter ІІ Anniversary Edition 


Format PlayStation? Publisher; Capcom Developer: In-house Price: Ұб,800 (E36) FAsicase: Out now (Japan) 

















P "ШЕ ы Р" ыы жасақта) E ee 
aying Stree! rater i = any version or ameet 
Fighter М = a а Pl Wola 11 Yi Dua Shock 
кари ml Lage г $ du. > Г 
СКИ ГООЛ iust O gute ГЕ] as its D-oad doesn 
woe mm thua i " tt қс CEN co ‚ч ы кји { i 
Lai. s ы = | ы À = ІМ iP ا‎ uc اة‎ РЕ «2 
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bearable, but to get the most out of this celebratory 


package you'll want to бе using an arcade stick 
Then it's properly down to business, and a 
colourful trip down memory lane reverberating with 
the legendary sounds of Hundred Hand Slaps and 
males that accompanied a million grudge matches. 
This із аз polished a collection аза Street 
ghter ІІ fan could wish for, with no straining 
ын д times to break up the action and a 
comprehensive frontend - aithough. cunously, 
mee iS nc кенен to гепейпа COONS moa-game 
in terms o! Gameplay value, we ve been пеге 
approximately a million times before, but never have 
we been able toe x pernnmsen 1. y |t wowing ongina- 
era Кеп against his Super-powered iteration and 


so on, and this element wil provide hours’ worth o 


po da т 


gs. 


vicinia between hardened Street Fighter I! nuts. 


he core concept may be old, but it's 





гу 


still big and it's most definitely clever, 





doe rat Eight ^ cî ten 


Puyo Pop Fever 


Format; PS2 (version tested), Xbox, GC Publisher Sega — Developer in-house Proe E20 Release: Out now 
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Puyos fall from the top of each screen, 
and must be arranged to form groups of 
the same colour. Four or more go pop. 
but the trick is to organise sequences, or 
"chains , that will cascade for bonuses 


OG) 5 та т 





Whaaaa ! 
Tou scared the living heck 
out of me 


h 








Previously іп E133 





One of the most enduring gameplay 
concepts from the early "906, Street 
Fighter ЇЇ still holds up today, mostly 
in terms of twoplayer bouts. During 
breaks from combat you can sit back 
and enjoy the ‘Street Fighter’ anime 
DVD also included in the package 


tis one of the most edible garnas of all time, Тһе 
| blobs fall, stick to each other, and then pop with 
such sweet aplomb it's dificult tê not imagine how 
they taste. Sugary, probably. Пе Vell, mot 


really. Puyo Puyo's problem is the same as Tetris 
Bust-A-Move, and any other simple puzzle game. 
Once tne ideas been realised, how can you keer 
persuacdindg коре to buy it over and over again’? 
Just ва importantly, how can you update a game 
for a modem system when it sat perfectly 
comfortably on a console a few generations aga? 
The answer to both queries is іп making the 
aesthetics as pleasing as possible, Puyo Pop Fever 
does that well, using a 3D engine to produce 
satisfying spin effects every tima you score a chain. 
The only гейі gameplay alteration is with Ihe Fever 
mode, which generates screen after screen of 


preset chains to unieash. It's a fine addition, a neat 
new toy. Gul пагу revolutionary. Sega might паме 
better spent 15 time maintaining the cipis yer 


mode present in Puyo Puyo 4. Stil, even if it had 


0 
Cowor weld sl he te an exceliant versn 
PEVE МАСИ SUN DE ЕН ап BACARIB Wel Sh 


of a game people should really own already, 





ie rating Seven out of ten 
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prelude to a game that fails to deliver 





Retrospective 


With the likes of Sewer Shark, Double 
the Mega CD catalogue, it's fair to say 
that the ‘interactive movie’ was the 
product of a naive approach to new 
surfaced over the years, including the 
most (in)famous exponent, Dragon's 
to offering decent thrills, partly due to 
the efforts required to render the 
illusion of freedom, but also because of 
their lazy scripting and poor acting. 


Night Irap 


retrotest 


Edge takes a fresh look at a key release from yesteryear 





"ни echnically speaking, Night Trap 15 the 
videogame equivalent of the 
breakthrough to moving pictures from 
still photography. However, the error of 
comparing Digital Pictures to the Lumiere 
brothers soon becomes apparent. 

The premise is simple — take control 
of a series of cameras installed in a 
remote house and use traps to prevent 
marauding vampire/alien hybrids harming 
the stereotypical occupants – scantily- 
clad young females. Hackneyed drivel or 
postmodern irony? You have to favour 
the former — see the box art for proof. 

Control is fairly simple, allowing the 
player to monitor activity in various 
rooms via different cameras. These are 
selectable, and permit the game's 
different activities to unfold over a 
number of sittings. Clues to the mystery 
of the invading forces are strewn about, 
and the choices of which room to 
observe and when form a loose schedule 
depicting likely attacks. 

Unfortunately, in terms of neutralising 
attackers, the success rate needs to be 
100 per cent ~ arrive late on the scene, 
or be looking elsewhere, and a repeat 
attempt is necessary. Within a short hour, 
this approach becomes intolerably 
tedious, watching the same footage over 
and over a chore rather than a pleasure, 
and given the prerendered nature of the 
proceedings, the chance of variation is 
zero, Suddenly, the game’s need to 
manacle the player to its timeline 
becomes all too apparent. 

In fairness, the leap from 2D bitmaps 
in 64 colours to full-motion video (FMV) 
with Red Book-standard audio initially 
excites, particularly when in-game 
characters address the viewer. The 
experience is unlike anything else, both 
thrilling and absorbing, but it doesn't 
last. The acting is laboured, costumes 
are unimaginative and, most important of 
all, the gameplay descends into the most 
banal mix of memory-test and 
guesswork. Night Trap is an overblown 
husk, barely deserving of the label 
‘entertainment’, never mind ‘videogame’. 

The allure of the ‘interactive movie’ 
is proving too much to resist for some, 
and Night Trap is not the only game 


pushing the FMV genre. But it Е 


could well be the worst. 


nA‏ کے 
Edge rating: Three out of ten‏ 
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The actors employed as characters are little more than unknowns, bar the inclusion of Dana Plato of 
‘Diffrent Strokes’ fame. Oxymoronic, perhaps, but it's not the acting that will appeal to some gamers 




























GE 


EDGE #104 


цал > 











Cocktail versions of Tapper аге rare, only ever reaching the UK 
via specialist import. It's a cabinet for the true collector, then 


after than Budweiser, the ‘King of 
Beers? Nieman landed the contract 
and the ритр was primed for 
success. Bally Midway had a 
competition-free arena and the king of 
all licensing deals. Now Ine only thing 


eft to do was to create a lun game. 


Toy think tank 

In the валу 'B0s, Marvin Giass and 
Associates, a toy development 
think-tank, began nitchina videogame 
ideas to Bally Midway, At the time, the 
manufacturer didn't have the full- 
blown videogame development 
capabilities to simply accept ideas — it 
needed finished games. Most of Bally 
Midway's energies were peng spent 
re-releasing games imported trom 
Japan. If Marvin Glass wanted to get 
into the videogame business, the 
company would Nave to develop the 
games itself, With a "let's give it a go 
attitude, the toy deveioper looked 
within the family for technical talent. 
Two of the firm's partners called their 


sons, Steve Meyer and Scott 





Tapper's gameplay begins at a sedate pace, but soon becomes frantic. Prioritising your barkeeping duties is the 
cornerstone of success, flinging fresh flagons towards approaching customers while watching out for empties 


«115 














Morrison, іс begin а videogame 
development division of the company. 
The two collaborated às programmer 


and artist, respectively. Four years in 


the videogarne business, the company 


ended up creating six games for Bally 


Midway Tàpper, the company's third 





game, was developed for a very 


specie audience: beer monsters. 


Only here for the beers 
Knowing only that the дате would 
appear ina bar, the idea for Таррег 
began with a simple suggestion from 
Meyer: "How about a bar game where 
you're sliding beers баск and forth?" 
At first, he had no idea what it would 
look like. Thinking ot images he had 
seen in countless westerns, he said to 
Morrison: "It would be fun if we һай a 
quy that was actually filling beers and 
throwing them. Why don't we start 
there? Go make a bartender and 
make a beer mug ànd & bar and lets 
see what happens.” 

And this was essentially the basis 
of Meyer and Morrison's working 
relationship — the two sat next to each 
other collaborating on ideas. When 
they hit upon an idea they liked, 
Morrison would draw it. Meyer would 
program the gameplay and together 
they prayed it would be fun. "Му belief 

about developing videogames back 
then was that you started with a 
coupie of elements that were fun on 
screen and you grew it from 
re," says Meyer. 

Over tima. all the elements did 
fall inta piace. First, the bar patrons 
inched their way down the bar, 
towards the bartender, demanding 
service. Once served, the force of the 


sliding beer knocked a patron back a 





notch, This appeasement only lasted 
fora moment, and demands on the 
bartenders time increased. A finished 
drink produced both an empty glass, 
that was pushed back towards the 
Bartender, but also an irate drunk 
demanding more beer. The player had 
ta catch these returned glasses while 
still serving beers. An empty glass that 
reached the end of The bar would 


break, and а crunk who reached the 





Suntory, a brand of beer from the east, 
replaced Budweiser in Japanese cabs 


end of the bar became fed up and 
would side the bartender back down 
the bar, smashing all the empty 
glasses in his path, Both situations 

esutted in the loss of a life. 

After all these eiernents were in 
place, Morrison and Meyer knew they 
had something fun, but it still wasn't 
challenging. It wasn't a game. Tapper 
only had one bar - it needed another 
one. By adding that second bar, the 
'sornethina tun’ turned into a ‘game.’ 
"You've got a bartender having ta 
decide which bar to be at,” says 
Mayer. When one patron is dnnking, 
do you have time to jump down to tha 
other bar to pick up glasses and serve 


p 


the other patrons? Over time, those 
two bars grew into four and Tappers 
gameplay маз complete. The ne 


step was to add colour, 


Patrons 
A lover of cartoons, Morrison created 
expressive characters with personality 
and definition, He used a live model, 
co-worker Mike Ferris, as Tappers 
bartender, Morrison describes Ferris 
as a big Jolly guy with a giant 
moustache wha always wore a red 
T-shirt. IF playing Tapper bringa а 
sense of videogame déjà vu, its 
probably because you've also played 
Domino Man, where the Ferris 
bartender character made his 
initial appearance. 

o helo Morrison create the 
characters he needed, orogrammer 
Elaine Hodgson improved upon the ar 
tool availanie. "[It] was an Atari joystick 
mounted on too of a Gorî handle with 
a series of phone buttons on top ot 


the handle.” explains Morrison. Не 


Dacrgnouncad ana спагаслвгв for 
apper's four themed bars — western, 
Sports, punk and alien. He left a little 
bit of himsel in the punk bar, Бу 
ntroducing a patron with a safety pin 
Safety pins have 


always been of interest to Morrison, 


but he wears one on his belt taday, 
rather than in his head. 


Too many legs 


==, 


One of the biagest challenges with 
fap iDer was to worm around the 
restnctions of the МОН sorite 
manipulation format, This system nad 
mmus onm no талу cou lat Dae reve 

the screen simultaneously. "rou 
had to-be very clever about utilising 
your Memory and your space to make 
t look like the screen was very active.” 
says Morrison. 

Two sprites were needed to create 
a full-body character; a half body 
character cDviousiy used just one. 
With Tappers first design, the 
bartender was behind the bar and 
the patrons were in front, This 
configuration required Morrison to 
animate lots and lots of leas. That was 
simply too many spntes. By moving 
the patrons behind the bar and the 
barman in front, the ratio of full bodies 
to half bodies was reversed, lowering 


tne өрте count by some margin. 


he explains, "Н you were able, while in 
that window, to work very hard апа 
get al Ihe customers out the door, 
then they wouldnt come back in as 
quickly and you could win the game. 
However if you werent able to take 
advantage of that window the game 


would begin getting progressively 


mare dificult again 
Non-stop belching 
Sor eti m 25 aoc H di (ens | ІШТІ О acd when 


you actually Near them, cuch was the 


new digitising chip from Texas 
| Р rubus 4 За анар МР ИЛА У 
Instruments, Meyer and Morrison 


thought it would be a good idea 10 
add a burp every time a character 
finished a drink, So, to create the 
source audio, a group from the Tapper 
eam went into a conference room 
with a bunch of soft drinks, beers and 
just started burping. 
Looking back on the misguided 

notion, Momson says: "We put it in, 
and it was disgusting." The game was 
e drinks were being 
finished so Quickly that you heard 
constant beiching. In the end, the duo 
didn't bother installing the burps or the 
| chip, although Morrison admits that 
passing by ther office during that 


3oment was a treat for 
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“Му belief about developing videogames back then 
was that you started with a couple of elements that 
were fun on the screen and you grew it from there" 


The ы with difficulty 
But Tappers difficulty curve wasn't 
working because it was too linear. The 
game progressed until it reached a 
point where it became impossible ta 
play. Bar tests at The Snuggery in 
Chicago showed piayers getting 
aggravated. Responding to 
frustrations, Meyer made the game 
easier... but only for a moment. “Once 
you were working there would be a 
window that would all of a sudden get 
a litte bt easier. And you would have 


to recognise when that window was." 


We love drinking games 
While manufacturers often shunned 
excessive cabinet design due to the 

high production costs Involved, Bally 
Midway went all out for Tapper with 
brass-coloured foot rails and сир 
holders, and thanks 10 Метап 5 
licensing deal, Budweiser got in-game 
in as well as a billboard on the 
beer tap's handle controller. 

With 3,300 units of Tapper 

manufactured, the game's success 
began to move from ‘the street’ and 


nto arcades, This wasnt the exposure 





This Tapper concept art shows the original bar configuration, with some customers in front and the barman 
behind. This plan was eventually dropped because of the difficulty in animating the required amount of sprites 


Bally Midway wanted, as advertising 
alconol to minors was, and still is, 
legal. Sorry, Budweiser Bally Midway 
needed a family-fnendly version, and 


quick. In less than two weeks. Meyer 


and Morrison developed graphics for a 


new version: Hoot Beer Tapper. 
Today, Mornson is the vice 
president of marketing for Incredible 
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У blow my mind. 


deogarnes, and then left to start 
his own toy develooment company, 
Mever Glass. He misses the days of 


two-man collaboration: “You can have 
a vision for a game and, like we did 
with Tapper, you can really begin with 
something that you think is fun and 
play with it." 

Today, a £:30m PlayStation? 
game requires high-level engineering 
planning. As a result, the Тип elements 
af collaboration get thrown on the 

pack burner. This is a mistake, 
believes Meyer, who stands by the 
adage that "tne breakthroughs 
n gaming come from that kind 


of development,” 





Budweiser 


Tapper's bonus game involved watching а row of beers being 
shaken, the objective being to pick the single unmolested can 
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RESET 


Where yesterday's gaming goes to have a lie down 


Examining gaming history from Edge's perspective, five years ago this month 


From here ОП in things get dangerous, Issue 89 be too close to real life. and concluded ' pe erhaps 


saw the start ot 'Edge View': а “look at yesteryear s eon gets i right with Әнес look"; Perhaps 


headlines: five years ago this month”, The birth 31 Reset! The best speculation in the magazine. though, was 
ch means ї Edge isn't careful, it could find tsei served Тог the news section, and Sony s soon-to-be- 


doing Reset on Reset. and the world might implode announced PlayStation sequel, On top of the editoria 


m 


an orgy of Smug, tongue-In-cheek commentary and taking up much of page 7, was ап “artists 
Steering its coruscating wit away fom Ine back end impression of the new architecture". In terms of 


ie РА 4 ~ | 


of the magazine, then, the ever-stronger Edge tocusea impressions it was less ‘Spitting Image: and more Les 


PLATE] Мами: | % 
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ts attentions on Giants. the much-anticipated аг] Dennis – the square render was a garish orange and 
WB Fa БЫЛ! 
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underrated) FPS/RTS hybrid, It looked as ver and looked kind of like 2 Dreamcast with 
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aloriausly abstract then as it would do on release, and а fayStation ports stuck to the front. “It's the best керт 
issue 69, March 1999 tie-in feature called ‘Reality Bytes’ lary clever secret in the industry at the moment, eh was aud 


nined the creative cui-de-sac of emulating reality Everyone's ae ie any knowledge of anything. гле 





vith a TS Eliot quote, the piece asked та only thing Га say is that it's tucking сос; vvell 





Нар uL E TIO t арпаны қастарын ie ECCE pe oe ы үт ШШЕ ЫРУ. эр LP Ce р. 
ke Trespasser's failings stermmed from рута tc range and silver /s cool, isn't й? Anyone? 


DID EDGE ВЕАЦЈУ SAY THAT? 
"This latest version of the Zero senes might be the most 
progressive. advanced and, an accassan, innovative Sireet Fi 
game for an age, but nevaertheiess this Zere 3 is. ulti. аң y, just 
another reiteratsor] of an ageing Blueprint. n 
assessment of the excellent Street Fighter Zen 3 





| Giants ~ lucid, beautiful 
and destined to sell about іші. | z VENERE E E US hay 
six copies > Edge's first |" Xv позвана inst to keen bim еі! | He doesn't have any idea what 
n3 X ' | were planning...yel! 
look at Rebellion's excellent 
Aliens vs Predator | The 
shy and retiring Gary Penn 
2 The shy and retiring "Daily 
Mail’ 5. UltraHLE makes N64 
emulation a reality, and Edge 
isn't quite sure what to think 
^. The magazine does its 
misty-eyed retrospective 
thing with the Amiga 
Psygnosis coughs, 
chokes, and signs itself over 
to Sony 2. The first ever 
Reset. Careful, kids, herein 
is a portal to ten years ago... 
3. Um Jammer Lammy: 
"Whatever they're taking at 
SCEI it must be expensive 
and illegal" 10. The PS2 in 


March 1999. Maybe. PSYGNOSIS 
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The best PC inthe world 





128 


INDOXE 


Regarding the feature in E132 about 
massmarket games, where you touched upon 
Japanese garnes' reduced market share in Europe: 
one explanation could be the arnval of Xbox, with 
its inevitable emphasis on games developed in the 
west, Another explanation could be the massive 
anime boom in Japan, coinciding with stagnation in 
the games industry. This means more resources 
are used to develop game tie-ins with current 
animes (this works the other way too, with games 
being tumed into animes, such as Sonic). I'm 
uncertain about the quality of these anime-related 
games, but thay seem to be dominating the charts 
in Japan. Since Japanese anime is still rather 
underground in Europe (there are signs that this is. 
about to change, though), very tew of these games 
will ever be released here. The fow games of this 
type that have been released in Europe have 
suffered from poor translations and normally anly 
feature American dubs, and so they are ignored by 
anime enthusiasts. A third explanation could simply 
бе that western developers have become more 
skilled at making games, with production values on 
a level similar to the Japanese. 

Svenn Ramio 


What's certainly interesting, though, is that 
Japanese developers are now striving to make 
more games sulted to western tastes, Expect 
ihese plans to bear frult soon, 


| read with interest the articles on the new 
drive towards pushing games into the mainstream 
(E132). Much as | applaud the ikes of EyeToy far 
making games as entertainment more 
apormachable to new players, it's not enough to 
really capture the imagination of a mainstream 
audience. Why? Because it's still only 
entertainment, and nothing more. 

There аге several things which separate the 
worid of games from the more socially accepted 
forms of entertainment and (dare we say the 
word?) art, such as music, literature, TV, cinema 


and painting. By far the most important, in my 


Communicate by post: 





edge&futurenet.co.uk 


opinion, is that Games are an interactive, immersive 
experiance, something conveniently forgotten when 
publishers boast about their new game's ‘cinematic 
qualities" (that means more cut scenes and less 
gameplay to you and me), and painfully dragged 

up again when critics remind us how fragging bots 
іп a deathmatch is more likely to cause kids to gun 
their schoolmates down than, say, а violent movie 
or Manlyn Manson. 

An interesting example of a game that thrived 
on this controversy, yet came close to showing us 
the way forward, is СТА: Vice City. Tha GTA series 
has always deliberately sold itsell on its strong 
themes of violence, drugs and prostitution (not 
unsuccessfully, | might add). Yet it seems Из 
creators shot themselves, and the industry, in the 
foot with this strategy when the madia fell over 
itself tà criticise its nomination for a UK Design 
Award. The result was that a breakthrough for the 
games industry was hampered by the fact they 
nad to censor the product to be nommated. All 
references to violence and criminal activity were 
removed from the version exhibited, Іп other 
words, they had to remove everything that made 
the game fun. But the sandbox design for which 
they got the design credit in the first place seemed 
to те to be the first baby steps towards games as 
a medium finally being able to express themselves 
in a concrete and meaningful way. 

Science fiction had a hard time coming of age, 
but few would now deny that the likes of George 
Orwell's ‘Nineteen Eighty-Four had a profound 
impact on the world’s consciousness. Good sci-fi 
writers can create a new, fictional universe and 
then explore the concepts and ideals of that world 
to refiect upon our Own world, our cwn morals and 
ideals. Games not only allow us to see that 
universe but to become a part of it, to form our 
own views on it rather than being force fed 
opinions, however subti: by the authors. We can 
give the players the chance to live in that world. to 
become the protagonist, to shape the ошсоте of 
the story and learn that there are consequences to 
their actions. There's no reason why garnes сап! 


Letters, Edge. 30 Monmouth Street, Bath BA1 2BW 
Or email (stating 'Inbox' in the message header): 


entertain and inspire people at the same time = th 
two qualities go hand in hand. 

it's time for the games industry itself to accept 
responsibility for growing up and using this unique 
medium to really say something, What happens 
when game designers finally find their voice? Wha 
happens when we finally stop the debate over Lar 
Croft's bra size and come up with а temale 
protagonist that reflects a realistic portrayal of 
women? When violence has a reason, а 
justification in the game world, rather than репа a 
cheap cathartic thrill? Is society ready to handle th 
runaway global commercial success of something 
like Pokémon coupled with the social insight af 
something like ‘Brave New World’? The sooner 
developers and publishers wake up to the 
possibilities, the sooner we can all feel proud of 
this medium we love so much, and tha sooner we 
can dare utter words such as ‘mainstream’, 
Alex O' Brian 


After reading your «ce about Мапћит 
(E133) | went back to last month's review and 
re-read tand also found the Lon апа Lamb 
website article. Surely, of all the videos and firns 
that are made each year, we aré aware that they 
aren't all made as ‘fun for all the famiy to егіоу — 
their certification gives clear guidance as to wha 
they аге suitable for. 

Why, apparently, should that not be the case 
for videogames which also have clear certification 
The argument agains! violent content in games 
because children have access to them just 
doesn't wash when all sorts of undesirable 
content is available on TV and video. Many more: 
children have access to these media ап would 
have access to games costing ио to £4D (о! 
which many are also rated as 15+ or 18+ 
anyway]. If you watch any soap opera there's mor 
than: enough foul language and violence to до 
around, and that is considered acceptable for 
early evening family viewing, l'm sure that | don't 
want my choice of games censored because 
parents and shop assistants cannot observe the 


"What happens when game designers finally find their voice’: 
What happens when we finally stop the debate over Lara 
Croft and come up with a more realistic portrayal of women’: 


rx iem ғұз © жақ жыға” тәлкек inate Ж Р || 
clear age restrictions on the products they sell 


Jamie Simmons 


If ail this, one ипо ms for sure: it won't be 
long before the sale of age-restricted games 


Decomes more strictly controlled 


You might be interested in my wifes 
expenences as a primary school teacher of years 
four, ive and six (ag 


es eight to 11) at af 


average suburban school. 





My wife, who is herself a video 
тапу years (she still has an Atan 2600 fror 
chilanoodi, nas found over the last couple of years 


that Grand Theft Auto titles are the most talked 
bout and aspired to games amongst her pupils 
А! јаве! а third of boys are playing these 
Games, зоте Proper ‘ly and others just to mess 
around within the game world, A year four boy 
brought a сору of GTA to school to lend tà 
another, and m year lve a copy of GTA was 


for another game between pupis in her class 


Going back further in my wite's teaching 
expenences, to a Church of England primary 
school, she remembers several boys in a mixed 
year-one-and-two class (ages five to seven) whe 


- 
played the original PS Resident Evi! game. 


Bluey 


| have often been confused by, and 
compelled to find out, why it ls those gamers often 
referred to as ‘casual’ still purchase and make 
Successes of substandard videagames 

Like most readers i м Edge | arm aware that 


big-name licences play a large part in this, but 


Ра асы tha Sac An eels "ur mirc? racial momo 
VET ІПЕ geTmes апо Sysiemm JOE CES ES СВИТЕ 
ЦИА up sts 4 [mmm me ciim Tr је РА mE ы 
nave Û ауес iparmculany SINCE терип С те 


original PlayStation), surety by now they must have 


some concept of the difference between mediocre 
and astounding іп relation to games. Media hype 
and dishonest! reviews (inspired by the іше of either 
personal gain or the big exclusive) play soma рай 
Dut it Was 9n recently | felt | had discovered the 


answer 1б 1 


is disappointing and constant trend. 


Marcus Wright believes that the success of Rising 
Sun is down to many gamers' narrowed experience 


While visiting а mend of a mend who owned a 


GameCube, we started to talk generally about 
ndeogames. "Have you played Medal Of Honor 
Rising Sun yet?" | was asked, He went on: "It's 
awesome, absolutely great, can 1 Show you?" 

Not wisning 10 o dampen his enthusiasm fora 
titia | һал no interest in, | reluctantly agreed and h 
put it on. | was | Вега lost for words. This game 
е sales charts over Christmas. was 
jnbekievably Guill, The graphics were uninspiring 
and fiat, the beves inexcusably inear and the 
Jgarmnepay a bred rehash from superior titles lona 
ago And vet. there ne sat. rel shing eveny minute of 
t. Why couldn't he see how mediocre it was? 
played anything 
better. Blinded by hype, advertising and, more 
often than not, a media withoul а conscience, һе 
had never ‘strayed’ to play titles such as Halo and 


It was then it hit me: he hadn't 


other genre classics, From his point of view they 
were no better and they had по licence or brand 
attached to them, so why bother? 

| realised then that it doesn t really matter how 
manny videogames you have played, it's what you 


Һе ғ r1 Fue Қала б ісек жегі 
have played that counts. if you have never played 





anyi n Ч better Шап Digi ng Sun then 1 Stands if 


reason 15 the best FPS ever made! So-called 





lardcore' une often moan about an mdustrn, 
that nas lost 15 way and its flair for onginality, Dut 
are we in fact to Мате? Perhaps it is up to us, the 
more 'enlightened', то stop sang the back seat 
and start showing o others just how good gaming 
can be, The next time | visit this new friend, an 
Xbox and copy of Halo will accompany те 

Таке the back seat, keep the gems to 
yourself and we risk losing the future classics tc 
icensed mediocre tat. Enlighten those who count 
the masses, and maybe then we can dispel our 
share of the blame, and maybe then our voices 
will be heard, 
Marcus Wright 
That sounds like а call to arms. Апо why not’ 
А little gentle guidance for gamers who haven't 


= 


әуесі: the likes of Halo can't hurt 





| was pleased to see г mini-feature in Edge 


last month looking at the issue of Amazon rewews 


t's on the button up until “written for love, not 
money". The first reviews for each item on 
Amazon.co.uk are entered into a prize draw every 
month оғ so which can net a £50 gift certificate. 
Considering the sheer number of items added 


Bach month. HS no Surprise that most of mw 


attempts а! timely, well-written prose on games are 
beaten to the button by some nonsensical future- 

ть. ат. [E i т Шызға ғ. mete roinaa‏ س 
(елпзе SPSW Wien Ong Derore me Game 5 га вазе‏ 


especialy eager to screen reviews more closely 
than checking for swearing or defamation, which 
is a shame, as it means that the first half-dozen о 
so reviews for any product are utterly devoid of 
worth, and written for monay, not love, 

Alex W 


Jeez, Edge, up Ina print run, guys. — 
things are getting i hand. | am of course 


т po 
+ "LES p. JUL LM 


referring to the new UK hot commodity, Edge 


E ка а 
(жм сызу 
IT ——hG cue = гі pace mare ccs Soe Pr y Sle | 
DES) an ам гвайег тог Issue one то паге, | 


me to think | һауе а complete and uninterrupted 
run of issues, but | hid à snag al issue 128. At the 
time | couldn't justify spending £40 on all ten 
covers, so | only bought two, and now find myself 
та very expensive bidding war on eBay if | wish to 
m them all. зоте of the covers are changing 

запоз for £15 each, and even run-of-the-mill 
issues for more than a fiver, 

ls it time for Edge to print more, to supply the 
vious demand, or will more copies then fall into 
the hands of the touis 
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es come ир, Out it's always a 
ріске m Bath seing. Weard. Hàng оп а mimnute.. 
Paul Creasey 


ге LI TT. р - 
Clearly there's no easy solution to this. There 


had to be a limit put on the number of E1285 
manufactured, tut its popularity exceeded our 


by a long margin, Start saving 


expectations 


for the 20-year anniversary-edition бох set 


"Blinded by hype, advertising and, more often than not, 
a media without a conscience, he had never 'strayed 
to play titles such as Halo and other genre classics" 


EDGE 135 on sale March 18 


Next month: 
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| Final Fantasy Crystal Chronicles 
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Star Wars Battlefront 


Sabre Wulf 
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Harvest Moon: It's A Wonderful Life 
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